RALA Co-funded by the
< Erasmus+ Programme
R of the European Union

*
*

DEAL WITH DIGITAL WBL

o

This photo by an unknown author is licensed under CC BY-SA-NC

Deal with Digital WBL Training

Course Pilot Phase

“Deal with Digital WBL" Project n. n° 2021-1-1T01-KA220-VET-000033241 — CUP G89J21015720006 is funded by the
European Union, under the Erasmus Plus Program. Views and opinions expressed are however those of the authors
only and do not necessarily reflect those of the European Union or the European Education and Culture Executive

Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.



Authors

Rossella Brindani

Matilde Valcavi

Contributors

Pablo Baztan, Ulf-Daniel Ehlers, Laura Eigbrecht, Montse Guitert, Max Hogeforster,
Jovita Kaziukonyte, Diana Micevicienég, Zsolt Nagy, Tamds Rettich, Teresa Romeu,

Ivana Russiello, Christian Wildt
Copyright

This work is licensed under a Creative Commons Attribution-ShareAlike 4.0
International

Q0O




Table of Contents

1. INTRODUCTION...coereseserrnsnsnsnssssasasssasasnsnsssssssssssssnsnssssssssasssnsnssssssasssssssssnssssssssssasnsnsssssssssssssasnsnssssssssasasas 4
2. DESCRIPTION OF DIGITAL WBL PILOTING PROCESS.......cccccoceesrmiminnsessssssssssnsnssssssssssasasnsnsnssasass 5
INTERNAL VALIDATION ..usususessssssssssssssssssssssesessssssasssssssssssssssssssssssssssssssssassssssssssss ssssssassssssssss s sasassssssssssssssasssasasnas 6
INTERNAL VALIDATION: ENSURING REPLICABILITY vuvcvursvuessseessessunssasesssssssesssnsssssssssssssssssssansssssssnssansssmsssssssnssssssanssansssnns 6
TRAINERS SELECTION euvucueusssssssssssssssssssssssssssssssssssssssasasssssssssssssssssssssssssss ssasassssasassssssssssssssssss sssssasasssssssssssssssasasnss 7
TRAINERS SELECTION: ENSURING REPLICABILITY .oucvuuevtuestuesssesssessssssanssasesssssssnsssssssssssssssssssnssssssssnsssmsssnsssssssssssasssanssanes 7
ENTRY TEST ..uruiuiusssesesesssssmssnsesssssssssssssssssssssssssssssssassssssssssssssssssassssasss s sssassssssssas s snssssassssssss s s snasassssssssssssssasasasnnns 8
ENTRY TEST: ENSURING REPLICABILITY cevuvvuevuneessesssnssarssssesssesssessssssssssssssssnsssnsssnsssssssssssssssansssssssnssansssmsssssssnssssssasssansssens 8
DIGITAL WBL SELF-LEARNING c.cucucssssssssssesesessssssasssessssessssssssssssssssessssssasassssssssssssssssasasssssssessssasasssssssssssssasasasaneas 9
DESCRIPTION OF THE MODULES ...vvuetrsurssesssssesssesssssssssssssssssssesssssssssssssssssssssssssssssssssssasssssssssssssassssssssssssssessassssssssssnsans 11
DIGITAL WBL SELF-LEARNING: ENSURING REPLICABILITY w.cvuevuuiuuueesuesssmsssssssssssssssssasssssssssssssmssssssssssssssssssssssssssanes 18
STRENGTHENING THE DIGITAL WBL SKILLS TRANSFER FOR TRAINERS: THE DIGITAL WBL MICRO-

CREDENTIALS ISSUANCE weuvussrsrsesesesssssssssnsasassesesesessssassssssssssssssssssssssssssssasasss e e e sessasassssasassssssssesensassssssnsasasssseses 19
DIGITAL WBL MICRO-CREDENTIAL ..eususesesessssssssasessssssssssssssssssssesessssasasnssssssssssssssssssssssssssessasssnsessssssssssssasassssnes 23
MICRO-CREDENTIAL CERTIFICATE OF MODULE 1 COOPERATIVE LEARNING IN DIGITAL WBL...ovvvrererreereerennne 24
MICRO-CREDENTIAL CERTIFICATE OF MODULE 2 RESOURCE CREATION AND CURATION ...uvvumereeerseesaeernessessnns 27
MICRO-CREDENTIAL CERTIFICATE OF MODULE 3 WORKPLACE LEARNING COMPETENCE .....coeereenssssesssseesesesans 30
MICRO-CREDENTIAL CERTIFICATE OF MODULE 4 COLLABORATION AND NETWORKING ....oevvurereeeseesessasssnssnns 33
MICRO-CREDENTIAL CERTIFICATE OF MODULE 5 TECHNOLOGY, TOOLS, AND RESOURCES ..oveuermersesesssessesneens 36
MICRO-CREDENTIAL CERTIFICATE OF MODULE 6 TEACHING AND LEARNING REFLECTION .....cvvueereeereerasenessnns 39
MICRO-CREDENTIAL CERTIFICATE OF MODULE 7 DIGITAL WBL GOOD PRACTICE’S NETWORK ..cuvvvueereeseeeeens 42
GOOD PRACTICE COLLECTION uuuusutsssssssssssssssssssssssssssssssssnssssssstsssssnsssssasssssssssss sensssssssnsss seassss s snsss sesssassssnssssnnsssnss 45
SOURCE: IRADIATE3D TUTORIAL ON YOUTUBE CHANNEL ...........eceeeveniensenrinssnniasissssnssnssnssnssnsansanses 74

SOURCE: BP CASE STUDY - HTTPS://PIXAERA.COM/CASE-STUDIES /BP-ELEVATING-SAFETY-
TRAINING/ ..cocinsnsesssssssssssssssssssssesssnsnsnssssssssssssssssssssssnsssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssasssssasasnas 77

GOOD PRACTICE COLLECTION: ENSURING REPLICABILITY wcuvssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnss 83
ASSESSMENT SURVEY 1uruurssssssasssssssasssssssasssssssnsssssssnsssssssnsssssssnssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnssssnsssssssssses 84
METHODOLOGICAL APPROACH ...vrtturtresssssressssesessssssessssessssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnssesssssssssssssssssssssassnsnees 84
MAIN RESULTS AND CONCLUSIONS w.cuteuesseressesssressesseressessssessessssessessssessessssesssssssessssssssssssssssssssssssssssssssssssssssssssssssssssssssas 84
CONCLUSIONS.....cououeeiessnsasnnisisisssssrsssssssssssssssssssssssssssssssssssssssssssssnsssssssssssssssssssasssssssssssssssasassssssssassssssnsnnas 84



1. Introduction

This report presents the comprehensive findings and outcomes of the pilot
phase for the "Deal with Digital Work-Based Learning” training course for VET
trainers. During the evaluation period, we systematically monitored module
implementation, gathered participant feedback, and assessed the
effectiveness of the foundational research and development efforts that
informed the Deal with digital WBL initiative.

Our pilot phase builds upon substantial prior work, establishing a pedagogical
framework for Deal with Digital work-based learning. These foundational

elements include:

m Guidelines for designing remote experiential activities

m The Digital WBL Competence Framework for VET teachers and trainers
m The blueprint on Digital WBL competence development plan

m A cross-media platform hosting the comprehensive Digital WBL course

The complete research underpinning these components is available at

https://digitalwbl.com/results/.

This report serves multiple purposes: to support pilot phase administrators, to
document insights for broader implementation in diverse training
environments, and to establish a methodological framework for ongoing

refinement of project outcomes.

Through this structured approach, we aim to ensure continuous improvement
while maintaining consistency across implementations.



2. Description of Digital WBL piloting process
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The experimental phase of the Digital WBL training programme was carried out
from March to December 2024. The actions described below are the crucial steps
to be taken in case the programme is replicated.



Internal Validation

This activity aims to validate both the platform and its contents prior to the official
training program launch. This validation — crried out from March to April 2024)
ensures all materials can be appropriately updated and consolidated based on
expert feedback.

The validation process involved a carefully selected sample of teachers identified
by project partners. These testers evaluated both the training content's alignment
with intended learning outcomes and the overall functionality of the platform.

Internal validation: ensuring replicability

A critical challenge for Digital WBL training is adapting to the rapid pace of
technological advancement. Solutions presented in the modules during 2024 may
become partially outdated by 2025. To maximize the replicability and longevity of
the "Train the Trainers in Digital WBL" program, course organizers should:

m Regularly assess how learning outcomes align with evolving industry needs in

terms of Digital context of work
m Update training materials with current best practices and technologies

m Integrate high-quality Open Educational Resources to supplement Digital WBL-

produced content

m Consider restructuring beyond the current seven-module framework to

incorporate emerging topics

For training, the internal validation phase must involve a diverse pool of teachers
with expertise in digital innovation. The following communities of experts can
contribute valuable insights through a peer review process:

m Digital WBL Ambassadors

m EDEN (European Distance and E-Learning Network): https://digital-skills-
jobs.europa.eu/en/organisations/eden-digitallearning-europe

m All Digital : https://digital-skills-jobs.europa.eu/en/organisations/all-digital



https://digital-skills-jobs.europa.eu/en/organisations/all-digital

Trainers selection

The identification and involvement of participants during the project took place in
the period August-September 2024, although the activities to raise awareness of
the Digital WBL training opportunity and the promotional campaign had started in
the previous months.

The project required the involvement of 10 participants per country, proposing that
at least 7 be represented by Digital WBL ambassadors. The Digital WBL ambassador
is a professional who is already an expert in Digital WBL, i.e. in the implementation
of digital environments in work-based learning contexts. They may come from a
company, university or school, and obviously show interest and willingness to join
the experimentation plan.

Trainers selection: ensuring replicability

Digital WBL training courses have proven to be particularly ideal for completing and
updating existing training courses for trainers. This is because the verticalisation of
Digital WBL training objectives towards a specific use of digital solutions to be
applied in work-based learning environments requires prior knowledge of the
fundamentals of teaching methodological approaches in the VET sector, WBL
methodology, on dual learning approaches where the relationship between
learning/teaching and the application of learning in real work contexts is well
defined.

Finally, given the nature of the work-based learning experiences, we believe it is
crucial to ensure the company’s participation, and other stakeholders in digital
innovation in the implementation of the Digital WBL experience.



Entry Test

The purpose of the entry test is to support the motivation of the participants. It has
been conceived as a tool aimed at motivating participants to benefit from the
course we offer. Participants, based on the results of the entry test, will be able to
define their own personalised path (for example, choosing to attend some modules
or the entire course). From this step onwards, an ideal and sequential skills
development path is suggested, but since the platform and the training path are
designed with a modular approach, the choices of the skills development path can
be guided and at the same time freely chosen by the participants.

The test consists of a series of simple questions (3 questions for each module),
aimed at identifying the interests and main curiosities that guide the trainer to
undertake the Digital WBL path. The completion time is within 5 minutes and the
results are intended to recommend to users the modules that best suit their needs.

The entry test is available at the following link: https://digitalwbl.com/entry-test/

After the test, and to get an overview of the entire Digital WBL path, Module 0 has
been developed to provide users with an overview of the skills and modules, offering
a more complete understanding of the training path.

Entry Test: ensuring replicability

It is strongly recommended to include the Entry test, and in the case of new
modules, to integrate it. This helps orient the learner, while leaving the choice of the
path to be followed up to the learner. The online dimension of the orientation meets
the needs of adult learners, who can consciously and independently develop their
desire for professional and cognitive improvement.



Digital WBL Self-learning

This comprehensive pilot activity evaluated the effectiveness and usability of both
the online training course and the Deal with Digital Work-based Learning platform
in authentic educational settings.

The trial was conducted in 2024 with participants carefully selected from diverse
backgrounds:

m VET system teachers, educators interested in understanding how to use and

apply digital tools to support experiential learning.

m Motivated VET teachers, interested in using technologies to make classes

relevant to learners.

m In-company tutors, looking for ways to support learners to become
autonomous, attract talents from other areas via digital ways, enhance peer

learning processes among professionals.

m Poorly digitized teachers, teachers with limited training design skills but

interested in participating in DWBL training.
m Teachers/Trainers who have been involved in the Ambassador Program.

While the pilot phase followed a unified methodological protocol, we observed
notable variations in the application contexts of digital work-based learning
experiences across different fields: mechanics, applied sciences, crafts, healthcare,

commerce, engineering, information systems, and social work.

Each partner organization maintained responsibility for its test group while
providing regular progress updates to the lead partners—CIS (104 leader) and
Hanse-Parlament (Toolking leader).

For a comprehensive understanding of the educational content evaluated during
this pilot, the teaching modules are presented in the following section.
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Overiew of the Digital WBL training modules

Referring to the competence framework classification provided in the report 102.1
‘The Emerging Digital Skills Model for VET Trainers’, we have identified two levels of
proficiency of the modules, basic and advanced.

The basic modules refer to the innovative pedagogical approaches and to the
Digital Technologies that the Trainers will have to apply for a correct design of the
Digital WBL.

m Cooperative Learning (Module 1)

m Workplace Learning competences (Module 3)

m Collaboration and Networking (Module 4)

m Teaching and Learning Reflection (Module 6)

m Digital WBL Good Practice’s network ( Module 7)

The advanced modules are related to the Digital Technologies applicable to the

different steps of the design, delivery and sharing, validation and certification of

competences.

m Resources Creation and Curation (Module 2)

m Technology, Tools and Resources (Module 5)



Description of the modules

The main contents of each module are listed below. Each module ends with
a multiple-choice assessment test. The self-learning part of Digital WBL is
completed with a project work related to module 7, focused on the validation
and design of digital WBL experiences.

Module 1 - Cooperative Learning

This course provides an introduction to various types of learning through the use of
learner personas, offering concise and practical insights. The course is articultated
in 3 focuses:

1.1 VET Educators Guidance and Support
1.2 Design engaging learning spaces and experiences
1.3 Facilitate co-responsibility in the learning process

Participants will explore multiple cases and scenarios designed to address
challenges commonly encountered in digital learning environments.Through case
studies and predefined situations, the course focuses on teaching supportive
strategies and gathering learners’ feedback . Gamified training techniques are
highlighted, alongside the development of improvisation skills, which are essential
for adapting to dynamic learning contexts. During the in-person session,
participants will guided in applying their knowledge to real-world scenarios, such
as designing distance learning experiences that account for contextual factors like
accommodating students with disabilities, managing connectivity issues, and
delivering specific instructional content. This hands-on approach prepares VET
educators to effectively navigate and respond to the complexities of digital work-
based learning.



Module 2 - Resources Creation and Curation

In this course of the Digital WBL training program, you will explore the fundamental
aspects of developing and curating learning content tailored for digital work based
learning. In three carefully crafted units, you will explore essential strategies, tools
and best practices for creating and curating engaging and effective learning
materials, along with online collaboration with fellow teachers and students.

The course is structured in 3 sections:l1 Content Creation; 2 Content Curation; 3
Content Sharing

At the end of the course, the participants will be able to:

m create, integrate, and develop digital content, collaborating in content creation,
understanding support staff and infrastructure, and co-developing Open

Educational Resources with students

m know the main issues about privacy rights, licensing, and other relevant legal
aspects, develop familiarity with Digital WBL information and resources, and know

how to access them
m assess the quality and practical relevance of curated materials

m foster a culture of collaboration by actively sharing resources and materials with
peer teachers and trainers, while engaging in OER practices and contributing

resources as OER.

Module 3 — Workplace Learning Competence

In this course two important topics are tackled, practice relevance reflection and
the promotion of professional peer networks. The practice relevance units provide
insights into the tools, resources and methods of designing tailor made digital
work-based learning scenarios. The second set of training units deals with the
design and implementation of digital peer networking among students, enriched
with up-to-date digital tools and platforms and real-world examples.



At the end of the course, the participants will be able to Implement digital learner-
centric reflection processes, and more in details:

m to present the general concepts of digital tools in the learning practices,

knowing how to explore the advantages of digital tools in this process.

m to evaluate the results of the use of digital tools for reflection, and to supervise

their usability for learning outcomes.

m to develop an attitude of openness and curiosity towards new approaches to

reflection processes and the use of digital tools.

m to facilitate the creation and continuous improvement of professional peer
networks through digital solutions and to outline their use for the students learning

processes.

More specifically, participants will develop several important capabilities. They will
be able to describe and activate professional peer networks, fully participate in their
functions, and leverage these connections to enhance the students’ learning
process while actively promoting these networks among learners. Additionally, they
will gain the skills to encourage promising networking opportunities for students,
establish new networks, and critically evaluate their practical usability. Furthermore,
they will become adept at promoting knowledge sharing, facilitating interactive
learning experiences, and fostering effective interpersonal communication among
their students.RiprovaClaude pud commettere errori. Verifica sempre le risposte

con attenzione.

Module 4 - Collaboration and Networking

The course is a practical and interactive path to learn and test some useful
communication strategies and team building approaches for online classes but
also to develop collaboration skills in digital workplaces that help users actively take
advantage of the digitalization.

The course is structured in 2 main topics:

1 Digital Collaboration



2 Professional Digital WBL Cooperation

At the end of the course, the participants will be able to:

m apply collaboration competence in hybrid and digital environments with
students and educational stakeholders

m develop a culture of sharing and co-developing in open knowledge systems

m collect information about the local ecosystem for infrastructure, and organize
stakeholders’ engagement in the Digital WBL process for creating resources,
setting up technology

m find new digital tools and approaches, developing networks

m select communication and promotion channel to share the digital WBL to other
teachers and promote the good Digital WBL practice

m connect with companies to design Digital WBL spaces.

Module 5 - Technology, Tools and Resources

The course is dedicated to the knowledge of the main technologies, tools and
resources that the VET Trainer will be able to use to implement a digital WBL
programme. There are many tools available, and those selected allow for the
realisation of science-oriented digital WBL experiences. The trainer will learn how to
choose, use and adapt these tools for digital WBL experiences, considering
technical conditions and safety aspects.

The course is structured in 3 main parts:

1 - Know and Use - Knowledge of tools, terms, platforms, technology and
infrastructure relevant to teaching context

2 - Know and Use - Employing the right tool (free/affordable solutions)

3 — Know and Use — Know about tools and technology used in companies and
educational network relevant to learners
At the end of the course, the participants will be able to:

m |ldentiy and describe various software and hardware components in digital
environments,



m comprehend the basic concepts of programming languages and their
applications,

m define key terms related to data and device security.

m developing hands-on skills, enabling teachers to install and configure software
and hardware components proficiently.

Module 6 — Teaching and Learning Reflection

Supports in reflecting on and adapting teaching and learning experiences within
the context of Digital Work-Based Learning according to recent trends and societal
developments.

At the end of the course, the participants will be able to:

m recognise the role and relevance of reflection in competence development and
professional development of all learners

m experiment with change; dealing productively with errors; adopting an attitude
of a reflective professional.

m examine inclusiveness, potentials and barriers in (non-)digital WBL contexts

m collecte feedback on student well-being; promoting inclusive and accessible
practices; reflecting on social contexts and environments

m assess sustainability aspects and factors in digital WBL contexts

m transfer aspects of sustainability in learning contexts when designing Digital WBL
learning experiences

Module 7 - Good Practices’ Network

This course offers the VPET tool, for evaluating a practice. The VPET will help to reflect
on VET practice that participants are developing or implementing. To evaluate a
practice, VPET selects five dimensions and a set of components for each dimension.
For each one of these components, VPET proposes a sentence to evaluate its most
relevant aspects in scale from 1 (strongly disagree) to 5 (strongly agree).Once the
evaluation is done, VPET shows the results graphically, providing a quick picture of



the evaluated practice.This will support to identify what is working well and the
challenges within each element.This course is divided into three sections:

Unit 1: Introduction to Good Practices, providing an overview of the key elements of
good practices.Unit 2: VET Practices Evaluation Tool, presenting a tool designed to
assess VET practices.Unit 3: Evaluation Tool in Practice — Tasks to Complete, where
you'll evaluate international practices and share one of your own VET practices. The
module can be completed by reading the corresponding slides.

Online assessment and validation process

Throughout the course, participants’ skills were continuously validated
through a structured assessment system:

Each training unit ended with a multiple-choice questionnaire consisting
of three questions. The questions were designed to assess the acquisition
of specific skills and each question presented three options (two plausible,
one correct). To obtain certification for the unit, participants had to answer
at least two out of three questions correctly.

Completion of the module was recognised with a certificate, as shown
below.b

Cerlificale

| course_title |

| student name |
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Digital WBL Self-learning: ensuring replicability

The Digital WBL training programme attracted considerable interest, as
demonstrated by the results of the trial described below. The short trial period
prompted the partnership to establish alliances and partnerships at an early stage
to ensure the sustainability of the results, achieving a good level of consolidation of
the training products and the overall usability of the programme.

Thus, for example, at present we can already see the adoption of the Digital WBL
course from existing train-the-trainer programmes:

In Italy, the Digital WBL course has been integrated into the training programme
Turn2Coach, which trains trainers at the ITS (high Technical Institute) of
Mechatronics in Lazio, and into the preparatory training of company trainers in the
Emilia Romagna areq, thanks to the intervention of the CIS.

In Germany, it is also thanks to the Future Skills programme, a Baden-Wdurttemberg
Cooperative State University project, that Digital WBL has been incorporated into
the training programme for trainers involved in the dual system.

In Spain, thanks to the Open University of Catalonia, the Digital WBL course is
integrated into the research and development of skills for professional educators.

In Lithuania, the Digital WBL course represented an opportunity to update the
university's teaching staff, while in Hungary the Digital WBL course was geared
specifically towards the target of company trainers of SMEs in the craft sector, of
which IPOSZ is a representative.

The Digital WBL course is particularly suitable as an update course for trainers
working in the VET ecosystem, including training organizations, company trainers,
coaches, and tutors. It can be promoted during education fairs as a training course
thatis not linked to specific digital products but instead provides cross-cutting skills
in planning, delivering, and certifying learning acquired in digitized work

environments.

An important boost for the sustainability of the results and the Digital WBL training
program is the ability to issue micro-credentials, a process tested during the Deal
with Digital WBL project.



This trial was made possible by extending the results of the Erasmus+ Forward
Looking Project “MASTERY Micro credentiAlS reliabiliTy unlEashing gReen economy
project 101132845 ERASMUS-EDU-2023-PI-FORWARD” guided by SFC Sistemi
Formativi Confindustria. MASTERY is dedicated to testing the design and issuance
of micro-credentials, and extending the results on the Deal with Digital WBL project.

Strengthening the Digital WBL skills transfer for Trainers: the
Digital WBL micro-credentials issuance

The Deal with Digital WBL initiative addresses the urgent need to update,
specialize, and raise awareness within the Vocational Education and
Training ecosystem. In light of technological innovations reshaping
workplace human-machine relationships, it has become essential to
innovate professionalizing educational systems by integrating digital tools

that support work-based learning.

Currently, professional recognition pathways for VET Educators vary
significantly across the countries participating in the Deal with Digital WBL
project. No uniform professionalizing path exists for VET Educators who—as
seenin ltaly's EQF level 5 framework and Germany's dual system—often enter
from the corporate sector with established technical and industry expertise

but require development of teaching and learning competencies.

In this professional preparation and development journey, the ability to
design, deliver, and certify Digital WBL experiences—while understanding the
evolving approach to learning and teacher-student relationships—
represents a transversal competency for VET Educators from diverse
backgrounds, whether from schools, universities, or companies. This

competency can be formally recognized through micro-credentials.

After comparing the competency framework for "designing, delivering, and
certifying Digital WBL experiences” with the provisions in the European
Recommendation for a commmon approach to micro-credentials, the project

working group determined it feasible to implement micro-credential



issuance for each specific competency acquired through the Deal with

Digital WBL training course.

Despite awaiting a national and transnational framework for the recognition
of micro-credentials for the VET Trainer profile, the Deal with Digital WBL
working group has committed to developing an experimental pathway for

issuing micro-credentials for each competency, as summarized below.

EU strategy for micro-credentials and Digital WBL certificate: a comparison table

10 principles of micro- Experimental Process for Recognition and Issuance of "Deal
credentials according to | with Digital WBL" Skill Micro-certification, based on
the EU recommendation' | MASTERY project highli

Digital WBL micro-credentials adhere to EQAVET quality
standards applied in designing the Deal with Digital WBL
training pathway.

They are provided as components of competency certificates
acquired within the Continuing Education and Adult Training
framework.

Quality

Currently, SFC (ISO 9001:2015 certified) serves as the Digital
WBL micro-credential issuer. Credentials are delivered
through the LutinX platform, based on training course
completion verification, assessment tests, and learner skills
acquisition results.

Digital WBL micro-credentials are referenced to the ECVET
training credit system, corresponding to EQF level 5
competencies, skills, and knowledge articulation.

Each micro-credential quantifies the workload required to
achieve learning outcomes in training hours, encompassing
face-to-face sessions, online instruction, and individual
learning.

Transparency

Learning outcomes for each Digital WBL micro-credential are
defined according to European standards with measurable
and comprehensible objectives.

1 COUNCIL RECOMMENDATION of 16 June 2022 on a European approach to micro-credentials for lifelong learning
and employability (2022/C 243/02

20



Relevance

To improve the relevance of Digital WBL micro-credentials in
the labour market, the process of identifying learning
objectives and developing the skills framework for VET
educators managing digital components in work-based
learning environments involved extensive consultation with
stakeholders (the results of 101, 102. 2, 05 reflect the results of
the consultation and provide methodological guidance for
maintaining an active feedback loop between the VET
ecosystem and social partners).

The reference to Digital WBL skills with the Italian Labour Atlas
(Atlante delle Professioni), and in particular with the
professional areas of activity (ADA), significantly increases
the recognition and validity of micro-credentials. This
alignment with the Atlante, the comprehensive Italian
framework that systematically describes all professional
activities, jobs and required qualifications, ensures that the
newly identified Digital WBL skills are easily referable as
essential components of professional profiles. By referencing
these skills to the Atlante framework, they become easily
identifiable and more readily accepted for validation
processes, thus facilitating the professional recognition of VET
educators.

Valid Validation

Digital WBL learning outcomes are evaluated using
transparent criteria developed by expert-designed tests and
assessment tools for Digital WBL practices implemented
following training course completion.

Learning paths

The 7 Digital WBL micro-credentials derive from a learning
pathway divided into 7 modules. Micro-credentials are issued
for specific skills achieved after completing each module,
making them cumulative within the Deal with Digital WBL
pathway.

They can be combined with other training courses offered by
Deal with Digital WBL training institutions. For example, SFC
has incorporated the Deal with Digital WBL training into the
"Turn2Coach” program conducted in Italy with the ITS
Mechatronics Foundation of Lazio, an annual professional
development program for VET Educators. Turn2Coach offers
additional educator skill training and specialization courses,
with which Digital WBL micro-credentials can be integrated.

Recognition

In the absence of standardized micro-credential recognition
procedures, information campaigns by Deal with Digital WBL
project implementers have emphasized the practical validity
of Digital WBL micro-credentials: While lacking a regulatory
framework for recognizing micro-credential validity in

2]




Continuing Education and Adult Training, Digital WBL micro-
credentials are mutually issued and recognized by training
institutions participating in the Erasmus+ Deal with Digital
WBL project.

For VET Educator professional recognition purposes, the
Digital WBL micro-credential serves as an update to training
design skills, incorporating new technologies that support
WBL in digital environments.

Learning objectives for each Digital WBL micro-credential are
clearly explained in the issued certification.

Portable

The blockchain system applied to Digital WBL micro-
credentials ensures unambiguous correspondence between
competency recognition and a single owner: the learner who
actually attended the course and successfully achieved the
results.

Digital WBL micro-credential sharing, in compliance with data
protection regulations, is configured in the LutinX platform
with over 20 platforms including Europass, LinkedIn, and other
labor market-oriented platforms.

Learner-centered

Digital WBL training facilitates immediate implementation of
content learned across different training units. Through
Digital WBL Design Practices implementation and the VPET
(VET Practice Evaluation Tool), the Digital WBL trainer/student
participates in course content updating processes and is
central to the micro-credential's continuous improvement
process.

Authenticity

LutinX, the platform managing Digital WBL micro-credential
issuance, employs a blockchain system guaranteeing the
authenticity of the micro-credential provider, the micro-
credential holder, and the issuance location and date.
Despite rapid digital innovation development and potential
ongoing updates to Digital WBL pathway content, currently no
expiration date is deemed necessary for Digital WBL micro-
credentials.

Information and
Orientation

Digital WBL micro-credentials are promoted by all Deal with
Digital WBL partnership entities, including business
associations (from which some VET Educators originate) and
universities engaged in dual training, trainer development,
and digital training innovation. Communication campaigns
explaining the purpose and certification process of Digital
WBL through micro-credentials are innovative and enhance
career guidance services in both corporate and academic
environments.
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Digital WBL micro-credential

The following table shows the contents of the Digital WBL Microcredential certificate,

managed through the ED VERSO platform, with blockchain technology by LutinX.

For privacy reasons, the name and surname of the student to whom the document
was issued have been deleted.
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Micro-credential certificate of Module 1 Cooperative Learning in Digital WBL

MICRO-CREDENTIAL DETAILS

Issued by

SFC Sistemi Formativi Confindustria s.c.p.a.

Country/Region of the issuer

issued to

Course description

This course provides an introduction to various types of leaming
through the use of learner personas, offering concise and practical
insights. The course is articultated in 3 focuses:

1.1 VET Educators Guidance and Support
1.2 Design engaging leaming spaces and experiences
1.3 Facilitate co-responsibility in the leaming process

Date of issuing

10-March-2025

Title of the micro-credential

Cooperative Leaming design, implementation and evaluation for
Digital WBL

Short Title of the micro-credential

Cooperative Leaming in Digital WBL|

Level (and cycle, if applicable) of the leaming experience
leading to the microcredential (EQF, QFEHEA)

5 EQF

This training experience is designed applying 5 EQF categories of
leaming outcomes.

It alse refers to WVET Educators coming from Business, Universities,
Schools and VET Providers engaged in delivering 5 EQF level of
the VET offer.

Leaming cutcomes

At the end of the course, the participants will be able ta:
<l-- [if lsupportLists}--=- Recognize and describe different leaming
methodologies, likely challenges of remote access, and awareness
of several student persona types (based on their personal
background, motivation, and career plans)
<l— [if lIsupportLists]—>- To use andlor design at least five feedback
possibilities and tools to learn about their students (virtual and on-
site tools)
<l--[endifl-->- To create, design or improvise supporting sirategies
in the leaming process, and recegnize at least 2 strategies for on-
site and remote support each.
<l-[endif}-=- To make gamified feedback to figure out leamers'
attitude.
<l—[endif}-=- To form appropriate questions to make sure leamers
understand fopics
- To apply methodologies and recognize specific interests in
leamers' background skills.

Notional workload needed to achieve the learmming cutcomes

The estimated study commitment for this course is abouwt B hours,
for a recognition eguivalence of about 0.30 ECVET

Form of participation in the learning activity

The course is delivered online.

WVET PRoviders can enrich the online program by providing in-
person courses. For more details, please refer to local VET
Providers (see the list on wew digitalewbl com

The B-hour course load is divided into:
- T0% ASYNCHROUNOUS/SYNCHROUNOUS STUDY HOURS
(onlinefoffline - in-person based on practical leaming experience)
- SELF-5TUDY HOURS 20% (Readings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%

Type of assessment

Cmnline test, project work

24




25

Language of taught English

GQuality assurance of the credential The "Digital WBL Trainer” micro-credential is developed under the
quality standard for training implemented by local recognized VET
(Vocational Education and training) institutions working in [taly,
Germany, Hungary, Lithuania, Spain.

Professional job referencing from the Kalian “Atlante del Cooperative Leaming in Digital WBL
Lavore” database (A D_A)

This course provides an introduction to varous types of leaming through the use of leamer personas, offering concise and practical
insights.

The course is articultated in 3 focuses:

1.1 VET Educators Guidance and Support

1.2 Design engaging leaming spaces and experiences

1.3 Facilitate co-responsibility in the leaming process

Participants will explore multiple cases and scenarios designed to address challenges commenly encountzred in digital leaming
environments.

Through case studies and predefined situations, the course focuses on teaching supportive strategies and gathering leamers' feedback .
Gamified training technigues are highlighted, alongside the development of improvisation skills, which are essential for adapting to dynamic
leaming contexts.

Dwring the in-person session, parficipants will guided in applying their knowledge to real-world scenarios, such as designing distance
leaming experiences that account for contextual factors like accommedating students with disabilities, managing connectivity issues, and
delivering specific instructional content.

This hands-on approach prepares WVET educators o effectively navigate and respond to the complexities of digital work-based leaming

[WBL).
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Micro-credential certificate of Module 2 Resource Creation and Curation

27

MICRO-CREDENTIAL DETAILS

Issued by

SFC Sistemi Formativi Confindustria s.cp.a.

Country/Region of the issuer

Italy

issued to

 — L

Course description

In this course of the Digital WEL training program, you will explore
the fundamental aspects of developing and curating leaming
content tadored for digital work based leaming. In three canefullly
crafted units, you wil explore essenfial strategies, tools and best
practices for creating and curating engaging and effective leaming
materials, along with onfine collaboration.

Date of issuing

10-March-2025

Title of the micro-credential

Resource Creation and Curation in Digital WBL

Short Title of the micro-credential

Resource Creation and Curation

Lewel {and cycle, if applicable) of the learning experience
leading to the microcredential (EQF, GFEHEA)

5 EQF
This training experience is designed applying 5 EQF categories of
leaming outcomes.
It also refers to VET Educators coming from Business, Universities,
Schools and VET Providers engaged in defivering 5 EQF level of
the VET offer.

Learning cutcomes

At the end of the course, the participants will be able to:

- create, integrate, and develop digital content, collaborating in
content creation, understanding support staff and infrastructure,
and co-developing Open Educational Resources (DERs) with
students
- kmow the main issues about privacy rights, Bcensing. and other
relevant legal aspects. develop familiarnity with Digital Work-Based
Leamning (WBL) mformation and resources, and know how to
access them
<l{endif}-=- assess the quality and practical relevance of curated
materials
- foster a culture of collaboration by actively sharing resources and
materials with peer teachers and trainers, while engaging in Open
Educational Resources (DER) practices and contributing resources
as DJER.

Hotional workload needed to achieve the learning outcomes

The estimated study commitment fior this course is about 8.5 hours,
for a recognition equivalence of about 0.50 ECVET

Form of participation in the learning activity

The course is deliversd online.

VET PRoviders can enrich the online program by providing in-
[PESON COUSES.

For more detais, please refer to bocal VET Providers (see the list
on www digitalwbl.com).

The B.5-hour course load is divided into:
- T0% ASYMCHROUNOUS/SYMCHROUNOUS STUDY HOURS
{onfinefofiiine - in-person based on practical leaming experience)
- SELF-STUDY HOURS 20% (Readings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%

Type of assessment

Cnline test, project work

Language of taught

English

Quality assurance of the credential

The “Digital WWEBL Trainer” micro-credential is developed under the
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quality standard for fraining implemented by local recognized VET
(Vocational Education and training) institutions warking in Italy,
Gemany, Hungary, Lithuania, Spain.

Professional job referencing from the Kalian "Atlante del
Lavoro™ database (A-D.A)

Resources creation and curation in Digital WBL

In this course of the Digital WEL training program, you will explore the fundamental aspects of deweloping and curating leaming content
tadored for digital work based leaming. In three carefully crafied wnits, you will explore essential strategies, tools and best practices for
creating and curating engaging and effective leaming materials, aleng with online collaboration with fellow teachers and students.

The course is structured in 3 sections:
1 Content Creation
2 Content Curation
3 Content Sharing

BLOCKCHAIN BADGE: hijpsuitdd e TEaDAFLIN

TECHNCLOGEY. LutinX.com - Dightal Data Certification
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Micro-credential certificate of Module 3 workplace learning competence
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MICRO-CREDENTIAL DETAILS

Issued by

5FC Sistemi Formativi Confindustria s.c.p.a.

Country/Region of the issuer

Italy

issued to

—

Course description

In this course , two important topics are tackled, practice relevance

reflection and the promotion of professicnal peer networks. The
practice relevance units provide insights into the tools, resources
and methods of designing tailor made digital work-based leaming
scenanos. The second set of training wnits deals with the design
and implementation of digital peer networking among students.

Date of issuing

10-March-2025

Title of the micro-credential

Workplace learning competence in Digital WEBL

Short Title of the micro-credential

Workplace leaming competence

Lewel {and cycle, if applicable) of the learning experience 5 EQF
leading to the microcredential (EQF, GFEHEA) This fraining experience is designed applying 5 EQF categories of
leaming cutcomes.

It atso refers to VET Educators coming from Business, Universities,

Schools and VET Providers engaged in defivering 5 EQF level of
the VET offer.

Learning outcomes

learning practices, knowing how to explore the advantages of digital

At the end of the course, the participants will be able fo:
Implement digital leamer-centric reflection processes, and more in
details:

=l-[endif]—=- to present the general concepts of digital toods in the

tools in this process.

- to ewaluate the results of the use of digital tools for reflection, and
to supenvise their usability for leaming ocutcomes.

- to dewelop an attitude of openness and curiosity towards new

approaches to reflection processes and the use of digital tools.

Facditate the creation and continuows. improvement of professional
peer networks through digital solutions and to outiine their use for
the students leaming processes. More in details, they will be able
to:
<l—[endifl->- To describe and activate professional peer networks |
participate in their functions and develop possible benefits for the
students’ leaming process, to promote therm among leamers.
- Encourage promising networks for students, create new netwoerks
and evaluate their usability.
<l—[endif]->- To promote knowledge sharing. interactive learning
and interpersonal communication among students

Motional workload needed to achieve the learning outcomes

The estimated study commitment for this course is about 10.5
houwrs, for a recognition eguivalence of about 1 ECVET

Form of participation in the leaming activity

The course is delivered online.

VET PRoviders can enrich the online program by providing in-
[PEMSON COUSES.
For more detais, please refer to bocal VET Providers (see the list
on www digitalwbl.com).
The 10.5-hour course load is divided into:
- T0% ASYNCHROUNOUSISYNCHROUNOUS STUDY HOURS
(onfinefofiine - in-person based on practical leaming experience)
- SELF-S3TUDY HOURS 20% (Feadings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%




Type of assessment Online test, project work

Language of taught English

Quality assurance of the credential Thee “Digital WBL Trainer” micro-credential is developed under the
quality standard for training implemented by local recognized VET
[Viocational Education and training) institutions working in Italy,
Germany, Hungary. Lithuania, Spain.

Professional job referencing from the Kalian "Atlante del
Lavoro™ database [A_D.A)

In this course , two important topics are tackled. practice relevance reflection and the promotion of professional peer networks. The practice
relevance wnits provide insights into the tools, resownces and methods of designing tailor made digital work-based leaming scenarios. The
second set of training wnits deals with the design and implementation of digital peer networking among students, ennched with up-to-date
digital tools and platforms and real-world examples.

BLOCKCHAIN ID:
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Micro-credential certificate of Module 4 Collaboration and Networking

MICRO-CREDENTIAL DETAILS

Issued by

SFC Sistemi Formativi Confindusiria s.cp.a.

Country/Region of the issuer

Italy

issued to

| e—

Course description

The course is a practical and interactive path to leam and test
some useful communication strategies and team building
approaches for online classes but also to develop collaboration
skills in digital workplaces that help users actively take advantage
of the digitalization. The course is structured in 2 main topics: 1
Digital Collaboration 2 Professional Digital WBL Cooperation

Date of issuing

10-March-2025

Title of the micro-credential

Callaboration and Network in Digital WBL

Short Title of the micro-credential

Collaboration and Metwork

Lewel {and cycle, if applicable) of the learning experience
leading to the microcredential (EQF, GFEHEA)

5 EQF

This training experience is designed applying 5 EQF categories of
leaming outcomes.

It alsa refers to VET Educators coming from Business, Universities,
Schools and VET Providers engaged in defivering 5 EQF level of

the VET offer.

Learning outcomes

At the end of the course, the participants will be able to:
- Apply collaborafion competence in hybrid and digital envirenments
with students and educational stakeholders
- Develop a culture of sharing and co-developing in open
knowledge systems

- Cipllect information about the local ecosystem for infrastructure,

and organize stakehodders” engagement in the Digital WBL

process for creating resources, setting up technology
- Find new digital toots and approaches, developing networks

- Select communication and promotion channel o share the digital
WEL to other teachers and promote the good Digital WBL practice
- Connect with companies to design Digital WBL spaces”.

HNotional workload needed to achieve the learning outcomes

The estimated study commitment for this course is about 3.3 hours,
for a recognition equivalence of about 0,5 ECVET

Form of participation in the learning activity

The course is delivered online.

VET PRoviders can enrich the online program by providing in-
DErSon COUMses.
For more detais, please refer to local VET Providers (see the list

on www digitalwbl.com).

The 3.3-hour course load is divided into:
- 70% ASYNCHROUMNOUSSSYNCHROUNOUS STUDY HOURS
({onfine/offine - in-person based on practical leaming experience)
- SELF-5TUDY HOURS 20% (Readings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%

Type of assessment

Online test, project work

Language of taught

English

33

GQuality assurance of the credential

The “Digital WBL Trainer™ micro-credential is developed under the

quality standard for fraining implemented by local recognized VET

[Viecational Education and training) institutions working in ltaly,
Gemany, Hungary, Lithuania, Spain.




ADA.18.01.13 {ex ADA.23.181.586) - Erogazione delle ativita
didattiche {IT)

ESCO 54.1.6. developing educational programmes

Professional job referencing from the Kalian "Atlante del

Collaboration and networking in Digital WBL
Lawvoro™ database (A.D.A)

The course is a practical and interactive path to learn and test some wseful commamication strategies and team buwilding approaches for
online classes but also to develop collaboration skills in digital workplaces that help users actively take advantage of the digitalization.

The course is structured in 2 main topics:
1 Digital Collaboration
2 Professional Digital WBL Cooperation

BLOCKCHAIN ID:
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Micro-credential certificate of Module 5 Technology, tools, and resources

MICRO-CREDENTIAL DETAILS

5FC Sistemi Formativi Confindustria s.c.p.a.

Issued by
Country/Region of the issuer Italy
ssuedt —~

Course description

make them accessible to all learners and to think about their impact

This course focuses on Teaching and Leaming Reflection. It will
support you in refleciing on and adapting your teaching and

leaming expenences within the context of Digital Work-Based

Leaming according to recent trends and societal developments, to

on society and the planet.

Diate of issuing

10-March-2025

Teaching and Leaming Reflection for the Digital WBL

Title of the micro-credential
Short Title of the micro-credential Teaching and Leaming Reflection
Lewel {and cycle, if applicable) of the learning experience 5 EQF
leading to the microcredential (EQF, GFEHEA) This training experience is designed applying 5 EQF categories of
leaming outcomes.

It also refers to VET Educators coming from Business, Universities,

Schools and VET Providers engaged in delivering 5 EQF level of
the VET offer.

Learning outcomes

At the end of the course, the participants will be able to:
<L [if lsupportlists]—=- Recognise the role and relevance of
reflection in competence dewelopment and professional
development of all leamers.

- <l— [if Isupporilists]->Experimenting with change; dealing
productively with emmors; adepting an attitude of a refiective
professional.
<l [if lsupportLists]->- Examming inclusiveness, potentials and
bariers in (non-)digital WBL contexis.

- Collecting feedback on student well-being; promoting inclusive
and accessible practices; reflecting on social contexts and
environments.
<l- [if 'supportLists]-=- Assess sustainability aspects and factors in

digital WBL contexts.
- Transfer aspects of sustainabiity in leaming contexts when
designing Digital WBL leaming experiences

MNotional workload needed to achieve the learning cutcomes

The estimated study commitment for this course is about 13 hours,
for a recognition equivalence of about 1.6 ECVET

Form of participation in the learning activity

The course is delivered online.

VET PRoviders can enrich the online program by providing in-
PETSON COUMSEs.
Fior more detals, please refer to kecal VET Providers (see the list
on waw digitalwhbl.com).
The 13-hour course boad is divided into:
- T0% ASYNCHROUNOUS/SYNCHROUNOUS STUDY HOURS
{onfinefoffline - in-person based on practical leaming experience)
- SELF-STUDY HOURS 20% (Readings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%

Type of assessment

Online test, project work

Lamguage of taught

English

36

Quality assurance of the credential

The “Digital WEBL Trainer” micro-credential is developed under the
quality standard for training implemented by local recognized VET
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[Vecabtional Education and training) institutions working in Italy,
Germany, Hungary. Lithuania, Spain.

ADA 13.01.13 {ex ADA 23 181 586) - Erogazione delle attivith
didattiche (IT)

ESCO 54.1.0. developing educabional programmes

Professional job referencing from the Kalian "Atlante del
Laworo™ database [A_D.A)

Teaching and leaming reflection in Digital WEBL

This course focuses on Teaching and Leaming Reflection. It will support you in reflecting on and adapting your teaching and leaming
experiences within the context of Digital Work-Based Leaming according to recent trends and societal dewvelopments, to make them
accessible to all leamers and to think about ther impact on society and the planet This will alse support you in youwr professional
dewelopment — and make sure you can make a positive impact with youwr Digital Work-Based Leaming experiences. The Module will
introduce you to the competence, have a doser book at General, Social and Sustainability Refiecton and provide you with concrete applied

cases, resources and exercises in order to enhance your teaching and leaming expenences.
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Micro-credential certificate of Module 6 Teaching and learning reflection

MICRO-CREDENTIAL DETAILS

SFC Sistemi Formativi Confindusiria s.c.p.a.

Issued by
Country/Region of the issuer Ialy
issued to I 'an ®

Course description

This course focuses on Teaching and Leaming Reflection. It will

support you in reflecting on and adapting youwr teaching and
leaming expenences within the context of Digital Work-Based
Leaming according to recent trends and societal developments, fo
make them accessible to all learners and to think about their impact
on society and the planet.

Date of issuing

10-March-2025

Title of the micro-credential

Teaching and Leaming Reflection for the Digital WBL

Short Title of the micro-credential

Teaching and Leaming Reflection

Level {and cycle, if applicable) of the learning experience 5 EQF
leading to the microcredential (EQF, GFEHEA) This fraining experience is designed applying 5 EQF categories of
leaming ocutcomes.

It atso refers to VET Educators coming from Business, Universities,

Schools and VET Providers engaged in defivering 5 EQF level of
the VET offer.

Learning cutcomes

At the end of the course, the participants will be able fo:
<l [if lsupportLists}->- Recognise the role and relevance of
reflection in competence development and professional
dewelopment of all leamers.

- <l— [if lsupportLists]—>Expenmenting with change; dealing
productively with emors; adopting an attitude of a reflective
professional.
<l [if IsupportLists]}-»- Examining inclusiveness, potentiats and
bamiers in (non-jdigital WBL contexts.

- Collecting feedback on student well-being; promoting inclusive
and accessible practices; reflecing on social contexts and
environments.
<l [if lsupportLists]-=- Assess sustainability aspects and factors in

digital WBL contexts.
- Transfer aspects of sustainabiity in leaming contexts when
designing Digital WBL leaming experiences

Hotional workload needed to achieve the learning outcomes

The estimated study commitment for this course is about 13 hours,
for a recognition equivalence of about 1.6 ECVET

Form of participation in the learning activity

The course is deliversd online.

VET PRaoviders can enrich the online program by providing in-
[PEMSON COUMSEs.
For more detals, please refer to local VET Providers (see the list
on www digitalwil.com).
The 13-hour course boad is divided into:
- T0% ASYNCHROUNOUS/SYNCHROUNOUS STUDY HOURS
[{onfinefofiine - in-person based on practical learning experience)
- SELF-5TUDY HOURS 207% (Readings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%

Type of assessment

Online test, project work

Language of taught

English

39

Quality assurance of the credential

The “Digital WEL Traines” micro-credential is developed under the
quality standard for fraining implemented by local recognized VET
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[Viocational Education and training) institutions working in Italy,
Germany, Hungary. Lithuania, Spain.

ADA13.01.13 (ex ADA.23.161.566) - Erogazione delle attivita

didattiche (IT})
ESCO 54.1.6. developing educational programmes
Professional job referencing from the Kalian "Atlante del Teaching and leaming reflection in Digital WEBL
Lavoro™ database (A-D.A)

This course focuses on Teaching and Leaming Reflection. It will support you in reflecting on and adapting your teaching and leaming
experiences within the context of Digital Work-Based Learning according to recent trends and societal developments, to make them
accessible to all leamers and to think about thewr impact on society and the planet This will also support you in yowr professional
dewelopment — and make sure you can make a positive impact with youwr Digital Work-Based Leaming experiences. The Module will
introduce you to the competence, have a doser look at General, Social and Sustainability Refiection and provide you with concrete applied
cases, resources and exercises in order to enhance your teaching and leaming expeniences.
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Micro-credential certificate of Module 7 Digital WBL Good Practice’s network
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MICRO-CREDENTIAL DETAILS

Issued by 5FC Sistemi Formativi Confindustria s.c.p.a.
Country/Region of the issuer Ialy
suedto —=

Course description

In this course, your active participation is essential for achieving
success. We will explore key elements that enhance digital
practices in vocational education and training (VET), and we'll
introduce a simple tool for evaluating practices.

Date of issuing

10-March-2025

Title of the micro-credential

Digital WBL Good praciices’ network

Short Title of the micro-credential

Good practices’ network

Lewel {and cycle, if applicable) of the learning experience
leading to the microcredential (EQF, GFEHEA)

5 EQF
This fraining experience is designed applying 5 EQF categories of
leaming owtcomes.
It atso refers to VET Educators coming from Business, Universities,
Schools and VET Providers engaged in delivering 5 EQF level of
the VET offer.

Learning outcomes

At the end of the course, the participants will be able fo:
<l [if lsupportLists}—>- Knowing and being able to distinguish the 5
components and validation criteria of a good Digitail WBL practice.
- Apply the good practice evaluation tool to concrete cases of
Digital WBL.
- Know how to comment on the evaluations camied out, recognising
the strengths and weaknesses of the practices.

Hotional workload needed to achieve the learning outcomes

The estimated study commitment for this course is about 24 hours,
for a recognition equivalence of about 3 ECVET

Form of participation in the learning activity

The course is deliversd online.

VET PRowiders can enrich the online program by providing in-
[PETSON COUMSEs.
For more detals, please refer to local VET Providers (see the list
on www digitalwbl.com).
The 24-hour course boad is divided inko:
- 50% ASYNCHROUNOUS/ISYNMCHROUNOUS STUDY HOURS
{onfine/offine - in-person based on practical learing experience)
- SELF-STUDY HOURS 407% (Readings, personal insights, case
elaboration)
- TEST - SELF-ASSESSMENT 10%

Type of assessment

Online test, project work

Language of taught

English

Quality assurance of the credential

The “Digital WEL Trainer” micro-credential is developed under the
quality standard for fraining implemented by local recognized VET
[Viocational Education and training) institufions working in ltaly,
Germany, Hungary. Lithuania, Spain.

ADA18.01.13 =x ADA23.181.586) - Erogazicne delle attivita
didattiche {IT})

ESCO 54.1.8. developing educational programmes

Professional job referencing from the Kalian “Atlante del
Laworo™ database (A_D.A)




In this cowse, your active participation is essential for achieving success.

We will explore key elements that enhance digital practices in vocational education and training (VET), and we'll introduce a simple tool for
evaluating practices.

This course is divided into three sections:

Unit 1: Introduction to Good Practices, providing an overview of the key elements of good practices.

Unit 2: VET Practices Evaluation Tool, presenting a tool designed to assess VET practices.

Unit 3: Evaluation Tool in Practice — Tasks to Complete, where you'll evaluate international practices and share one of your own VET
practices.

The module can be completed by reading the comesponding shides.

All materials and links are accessible from the module’s main menu.

Please take the time to read through the content carefully and complete the two final tasks.

Dhan’t forget o fill out the provided template with a good practice and share it with your course facilitator.
We hope you find this medule both engaging and practical.

BLOCKCHAIN 1D WFaxxH4E InTHF2 Owlr-
NzPEORAT VG ADMLIDNY IXIXSOPpFINEC,

BLOCKCHAIN BADGE: Dijpsiines ife PrivMyHFQI2
TECHNOLCGY: LutinX.com - Digital Data Cestification
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Good Practice collection

Digital WBL training focuses on refining skills acquired in real work environments. To
support this objective, a phase of collecting good practices was launched at the
start of the project and consolidated between November and December 2024. This
process effectively highlighted areas where trainers could apply digital WBL skills
and guided the project's work during teacher/student training activities in the
digital WBL course. The first 17 good practices collected are contained in the |0]
research report and have been compiled as good practices for the digitalisation of
work-based learning. A further collection of 33 good practices has been partially
completed as a result of project work carried out by Digital WBL teachers/students
who applied the skills they learned by offering their students work-based learning
activities using digital tools (e.g. good practices collected by CIS and SFC). Other
good practices were selected from among the many available as OER, as they were
considered particularly suitable for replication in certain typical situations

Template for the description of a good practice

Country Language/s |

Title (EN)

Type of BP
(Course, seminar,

)

Format of BP
(online, hybrid,...)

Reference (URL)

Brief summary:

Selection Criteria (why do you select it as a BP?)

Involved Institutions/ Interaction cooperation of relevant stakeholders

The collection of good practices occurred during in-person Digital WBL training
sessions, documenting concrete applications of skills learned in module 7 for
identifying and validating good practices through the VPET tool.
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AR ACADEMY (PANKO)

Country Lithuania | Language/s | English
Title (EN) AR Academy

Type of BP Tool

Format of BP hybrid

Reference (URL) | https://panko.lt/category/aktualijos/page/8/
https://panko.lt/2025/02/18/mokymosi-ateitis-vr-akademija/
https://panko.lt/en/2025/02/18/the-future-of-learning-vr-academy/
The VR Academy is a state-of-the-art virtual reality classroom for computer science and
biomedical students to enhance their learning process using augmented (AR) and virtual
reality (VR) technologies. This classroom allows students to apply theoretical knowledge
in an interactive and visually enriched environment. With specialised software we look at
and learn human anatomy by using virtual cadavers. software engineers use them in
conjunction with computers to create 3D environments as well as at study fairs visitors
get to try them out.

Selection Criteria (why do you select it as a BP?)

For biomedical students:

¢ allows students to practice performing virtual surgeries before working on real
patients. For example, they can learn to perform laparoscopic surgery or
neurosurgical interventions with interactive visualisation. Students can explore
the structure of the human body in layers, examining organs, bones, blood
vessels and nervous systems from any perspective.

For computer science students:

e used to simulate real systems where students can test software, find bugs and
optimise code on virtual servers or networks.

e cyber security training - virtual networks and servers allow students to learn
about intrusion prevention, implement security policies and investigate attack
scenarios without real risks.

Involved Institutions/ Interaction cooperation of relevant stakeholders
PANKO
5 students and 3 of the VET-educators have been involved.
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VR CINEMA SPACE (PANKO)

Country Lithuania | Language/s | Lithuanian

Title (EN) (VR) cinema space Hexa Cinema.

Type of BP tool and environment

Format of BP Digit0|

Reference (URL) | https://www.pavb.It/2024/10/bibliotekoje-virtualios-realybes-kino-
erdve/

Selection Criteria (why do you select it as a BP?)
In this VR experience, students especially those in preschool education programs - gain
valuable insights in these ways:

e Art and Creativity in Early Childhood Education — By witnessing how paintings
come to life in an immersive way, students can explore new methods of
introducing young children to art, storytelling, and creative expression. They can
learn how interactive and visual experiences can enhance a child’s imagination
and cognitive development.\

e Emotional and Social Learning — The central theme of the VR journey—
relationships, love, and the passage of time—can help students reflect on how
emotions and social connections develop from an early age. They can use these
insights to better support young children in understanding feelings, empathy, and
communication.

e Storytelling as a Teaching Tool - Since the experience integrates both visual art
and narrative, students can learn innovative ways to incorporate storytelling into
their teaching, using multimedia and immersive experiences to engage
preschoolers in meaningful discussions.

e The Role of Technology in Education — By experiencing how VR can bring art and
stories to life, students can consider how to integrate similar technologies into their
own teaching practices to make learning more engaging and interactive for
young children.

Involved Institutions/ Interaction cooperation of relevant stakeholders
Panevézys County Gabrielé PetkeviCaité-Bité Public Library, PANKO
6 students and 1 VET teacher were involved.
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VIRTUALIOS GRAFIKOS STUDIJA (VGS) (PANKO)

Country Lithuania | Language/s | Lithuanian
Title (EN) VIRTUAL GRAPHICS STUDIO (VGS)

Type of BP Tool and anabling environment

Format of BP | hybrid

Reference https:/ [www.pavb.lt/vaikams-ir-jaunimui/jaunimui/paslaugos-
(URL) jaunimui/erdves-jaunimui/virtualios-grafikos-studija-vgs/

A fully equipped photography studio where students can improve photography skills
and organise photo shoots.

Virtual reality equipment. Graphic tablets. 3D printer. A real joy for those who like to
create three-dimensional objects.

The Virtual Graphics Studio offers technical and specific skills training.

Selection Criteria (why do you select it as a BP?)

+ the digital tool serves as a complementary aid that deepens, accompanies, and
enhances the learning experience rather than replacing traditional methods.

e jtisintegrated into a hybrid concept that supports students throughout their
entire study phase, aiming to go beyond conventional approaches.

¢ the tool, along with its accompanying concept, provides an immersive and
interactive way to explore photography, graphic design, and 3D creation,
ensuring a more engaging and enriched learning journey.

e PANKO students use VGS for one of their electives and as as part within the
Primary and Preschool Education study program, further integrating digital tools
into their academic experience.

Involved Institutions/ Interaction cooperation of relevant stakeholders
PANKO, Panevézys County Gabrielé PetkeviCaité-Bité Public Library
20 students and and 1 VET-educator in the good practice has been involved.
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PRAMONINIS PANEVEZYS (PANKO)

Country Lithuania Language/s ‘ Lithuanian
Title (EN) INDUSTRIAL PANEVEZYS

Type of BP Tool

Format of BP Digital

Reference https:/ [www.panevezys.It/It/naujienos/panevezyje-pristatomas-
(URL) naujas-9jza.html

The innovative approach will take the VR equipment to a spaceship and three companies
operating in Panevézys, where interactive tasks and the opportunity to take a look around
the production facilities await them. This more virtual and interactive tool is used by
students of Panevézys College studying Business Management, International Business.
Before playing, they receive tasks that correspond to the content of the study programme,
objectives and develop the skills described in the expected outcomes of the specific study
programme. As the game is fully controlled by the player's hands, no additional
equipment is needed, only virtual reality goggles, and the game can be transferred to
other spaces, and is widely used both in everyday life and in presenting Panevézys during
various events and exhibitions.

Selection Criteria (why do you select it as a BP?)

-the use of Virtual Reality (VR) allows students to explore industrial processes in three
distinct companies in Panevézys without physically being present. This creates an
immersive experience where users interact with environments, such as a damaged
spaceship that needs to be repaired, or manufacturing processes in factories like
“Panevezio stiklas” or “Schmitz Cargobull Baltic”.

- Through VR, the learning experience is brought to life with interactive elements,
enhancing understanding of industrial production processes and the history of the
businesses.

- the digital tool doesn't replace traditional learning; instead, it complements the visit to
actual factories by offering a deeper virtual exploration of production processes. The VR
guide (a robot) not only leads the user through the stages but also narrates the history
and interesting facts about the companies, which adds layers to the learning.

-this approach deepens the understanding of industrial processes and allows visitors to
experience more than they would in a physical visit alone, particularly through interactive
learning where users have control over the environment.

- thee VR experience is a perfect example of a hybrid learning tool that integrates the
physical world (the actual factories and industry) with the digital world (the VR game).
This approach creates a multifaceted learning experience, where users can first
experience real-world processes and then explore them virtually to expand their
knowledge further.

Involved Institutions/ Interaction cooperation of relevant stakeholders

PANKO, copartner — Agency Panevezys NOW, Panevézu municiplaity

10 students and 2 VET-educators had been involved.
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Web Content Accessibility Guidelines (Hanse Parlament)

Country Finland | Language/s | English

Title (EN) Follow the digital content accessibility guidelines (known also as
Web Content Accessibility Guidelines)

Type of BP Rules, EU-directive and legislation

Format of BP Online and other digital material

Reference (URL) | https://www.w3.org/WAI/standards-guidelines/wcag/
https://digital-strategy.ec.europa.eu/en/policies/web-accessibility-
directive-standards-and-harmonisation

The European Accessibility Act https://eur-lex.europa.eu/legal-
content/EN/TXT/?uri=CELEX%3A32019L0882

The WCAG and the EAA contains minimum requirements set to web services concerning
the usability and accessibility of service. Each online service should complete these
requirements by June 2025. Although the directive has aimed to help people with
impaired capabilities to use online services (and computer programs as well as mobile
applications), following the rules makes the digital service more usable for anybody.
These rules contain e.g. use of contrast colours like black and white in text and
backgrounds, use of clear and unambiguous phrases, and avoiding mix of speech and
disturbing background (Like music, traffic noise etc) in voice track as well as strictly
avoiding certain colour combinations like red-green.

Selection Criteria (why do you select it as a BP?)

These rules are a basic standard every professional producing digital content should
know

Involved Institutions/ Interaction cooperation of relevant stakeholders

Every company, school, institution and professional who produces online / digital
material for learning purposes.
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ONLINE EXAMINATIONS BY USING ONLINE LEARNING PLATFORM (Hanse Parlament)

Country Lithuania | Language/s | English

Title (EN) Using the properties of e-learning platform like Moodle
Type of BP courses, study programmes

Format of BP | Online and hybrid

Reference Not available

(URL)

Discussion forums inside the platform are used to inform news concerning the course, to
deliver further materials and links connecting to external materials, collaboration platforms
like Padlet etc., Quiz-tool can be used for small pop-up quizzes and so on. Padlet and other
collaboration tools can be used to enable anonymous feedback or anonymous
discussions, to collectively collect and store additional learning materials, case examples,
etc. Teachers should use a lot of imagination to gain all the benefits enabled by all these
platforms. However, there is a risk that a learning environment becomes too complicated,
particularly if all the used tools are not collected under the same umbirellq, e.g., in Moodle.

Selection Criteria (why do you select it as a BP?)

The training and manuals of certain tools commonly describe and advise only such type
of use that was in mind when planning the tool, even if its properties enable much more
versatile variations of use.

Involved Institutions/ Interaction cooperation of relevant stakeholders

All kind of VET trainers can implement the Good Practice
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ONLINE EXAMINATIONS (Hanse Parlament)

Country Finland | Language/s | English
Title (EN) Online examinations by using online learning platform
Type of BP Course, qualification

Format of BP | Online, hybrid

Reference Not available

(URL)

In sophisticated e-learning platforms like Moodle there is an opportunity to build online
exams. These exams can either be evaluated automatically, by teachers, or some of the
questions can be evaluated automatically and some, e.g., essay-style questions, by
teachers. The risk of cheating can be avoided, for example, by limiting time to answer the
question, and by letting the application choose the questions by lot (randomly) from the
bigger group of questions.

Selection Criteria (why do you select it as a BP?)

In online trainings, the number of participants can be high. Arranging the exam and
evaluating big number of similar exams manually is time consuming. Furthermore, when
an application makes the evaluation, the criteria remain same all the time, and the final
results are just.

Involved Institutions/ Interaction cooperation of relevant stakeholders

All schools and institutes arranging courses
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BRING YOUR OWN DEVICE -POLICY AND BYOD-CLINIC (Hanse Parlament)

Country Finland | Language/s | EN
Title (EN) Bring your own device -policy and BYOD-clinic

Type of BP The whole study-period

Format of BP Online, hybrid, classroom teaching

Reference (URL)

No. of Students involved unlimited

In SAMK and many other higher education institutes in Finland there is a principle that
each student should have a laptop of their own to be used during the lectures, in school
and at home. The schools offer then an opportunity to use Outlook, Teams, and other
applications needed during the studies as long as they have school’s ID. To ensure
compatibility of each computer with school’s systems, SAMK has in the beginning of each
term, when the new students start their studies, BYOD-clinic, where everyone can come
and ask advice about how to connect, how to use school’s applications etc. Technical
problems will be solved too. This service is offered for Windows-, Mckintosh and
Chromebook laptops.

Selection Criteria (why do you select it as a BP?)

To lower the threshold to step into e-learning, this kind of service is necessary

Involved Institutions/ Interaction cooperation of relevant stakeholders

In this case, SAMK was involved, but the practice suits every school. The minus is that this
requires extra resources for 2 weeks twice per year.
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GREENSCREEN INNOVATION & APPLICATIONS LAB (GINA) AT DHBW MANNHEIM (DHBW)

Country Germany | Language/s | German
Title (EN) Greenscreen Innovation & Applications Lab (GINA)

Type of BP video studio which can be used by learners and educators
Format of BP infrastructure, tools

Reference (URL) | https://www.mannheim.dhbw.de/fileadmin/user_upload/Forschung
[Kompetenzzentren/ZMVT/202408-videostudio-gina-flyer-DHBW-
Mannheim.pdf

https://www.mannheim.dhbw.de/forschung-
transfer/kompetenzzentren/zmvt

Among the facilities at DHBW Mannheim, the university has a studio dedicated to the
professional production of interactive and digital learning products. Studio GINA has
green screen technology that allows virtual backgrounds to be created, while Panasonic
4K cameras with control units ensure high-quality filming and a digital mixer
guarantees optimal audio quality. The latest video software allows streaming and
recording of content. A digital lighting mixer with 20 projectors ensures optimal lighting.
Live playback in the studio is managed by several monitors and a Sony laser projector,
SO you can see the recording in progress at any time.

Selection Criteria (why do you select it as a BP?)

e The Greenscreen Innovation & Applications Lab (GINA) at DHBW Mannheim can
be used as a virtual production studio thanks to its permanently installed 4K
camera technology, image mixer and live streaming systems.

e aim to provide technical support for innovative teaching and learning formats at
the university

e green screen technology enables the creation of virtual backgrounds

¢ infrastructure for high-quality productions and creative projects

e scenarios: streaming studio, student projects, virtual 3D studios, photo
studio, content integration, simulation of a stage presentation situation

Involved Institutions/ Interaction cooperation of relevant stakeholders
Studio Gina is an infrastructure of the DHBW Mannheim University, but is accessible to
other DHBW partners.
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FUTURE SKILL KOMPASS (DHBW)

Country Germany | Language/s | English and German
Title (EN) Future Skill Kompass

Type of BP Digital tool that can be used within a course settin or beyond

Format of BP Digital tool

Reference (URL) |https://kompass.nextskills.org/en/start/

The Future Skill Compass is an online tool designed to help students better assess their
future skills and to systematically support them in developing their future skills and
reflective abilities throughout their bachelor's degree programme.

The online tool presents students with challenging situations drawn from their studies,

private lives or the professional world and aimed at a specific future skill. Students assess

their confidence or well-being in these situations on a 5-point scale. The results are
presented in the form of a graphical profile and allow for continuous comparison between
different semesters. The concept of self-assessment does not aim to measure absolute
competence, but serves to assess personal learning needs and as a starting point for self-
reflection on one's future skills. The project is part of a broader teaching concept based on
reflection and peer feedback and refers to personally perceived discrepancies between
the graphical representation of the profile and subjective perception.

The main functions of the tool are:

e determination of position: With the position determination tool you can assess
yourself. You put yourself in 17 different situations and consider how well you can
already cope with the challenges described there. The result shows you graphically
your personal Future Skills profile.

e developmental preferences: Using a questionnaire, you can determine here how
important you feel the development of individual Future Skills is. As a result, you
receive an overview of your development preferences.

e whatnow?: What now? is a game in which small groups discuss tricky action
situations and consider which Future Skills are needed to master them. In the
process, you can write down good tips and tricks to look at later.

Selection Criteria (why do you select it as a BP?)

The Future Skill Compass offers a targeted opportunity to deal with Future Skills

The online tool is based on the Future Skills model developed in the NextSkills study by the
next.education working group at the DHBW Karlsruhe which contains 17 scientifically
developed Future Skills profiles. This digital tool supports learners in reflecting on their
Future Skills development by proposing real-life situations from the world of work, private
life and societal engagement, and it should be used in workshop settings in order to
propose a pedagogical framework, but is scalable to different contexts and easily
accessible.

Involved Institutions/ Interaction cooperation of relevant stakeholders

Future Skills as a relevant tool of learning and reflection has been articulated by many
employers and in many surveys. It can be used in Browser mode and on mobile devices.
DHBW Karlsruhe and Heilbronn, 7 project partners - dual partners, chambers of commerce
>700 learners have already worked with the tool and it has been extensively evaluated
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COMPETENCE WORKSHOP (DHBW)

Country Germany | Language/s | German
Title (EN) Kompetenzwerkstatt (competence workshop) within the DIRK Dual
initiative - digital reflection tool for competence development in dual
study programmes

Type of BP digital portfolio tool embedded in a pedagogical framework

Format of BP digital

Reference https://www.dhbw.de/projekte/dirk-dual (project site)

(URL) https://e-portfolio.heilbronn.dhbw.de (internal link to the portfolio tool)

https://www.kompetenzwerkstatt.net/tools/kompetenz-check
(general website of the developers of the tool)
The DIRK Dual project at the Cooperative State University of Baden-Wurttemberg
(DHBW) is developing the first digital portfolio-based tool for self-directed skills
development, based on the integration of theoretical and practical phases within the
dual study programme in Germany. The open-access ePortfolio tool leverages the
possibilities of digitalisation to replace the previous documentation of practical
experience and to promote cyclical and reflective learning in the various study phases
throughout the student's life cycle, as well as to open up coaching and peer learning
processes.
The DIRK Dual project is funded by the Baden-Wurttemberg Ministry of Science,
Research and the Arts as part of the state funding line for research at the Baden-
Wurttemberg Cooperative State University 2020 (‘DHBW-FFL 2020").
Selection Criteria (why do you select it as a BP?)
e dual and VET learning settings often face the challenge of integrating theory and
practice experiences and knowledge
¢ however, reflecting on practical experience is an important learning opportunity
for competence or Future Skills development
+ digital portfolio tools have been identified as a promising tool to document
practical experiences for later reflection
¢ this tool allows for an easy documentation of practical experiences in different
formats (e.g. written, visual, ..) and for easily sharing with peers, trainers etc. for
feedback
 the tool can support in easily creating the “ARB” (Ablauf- und Reflexionsbericht,
progress and reflection report), needed from DHBW students in order to credit
practice phases, from previous reflection entries. It thus supports continuous
reflection on practical experiences, theory and practice integration and
competence development.
Involved Institutions/ Interaction cooperation of relevant stakeholders
DHBW (2 locations), 7 project partners - dual partners, chambers of commerce
so far, two courses have piloted the tool, but further piloting has already been
scheduled
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EDCON - EDUCATION COMPETENCE NETWORK AT BADEN-WURTTEMBERG

COOPERATIVE STATE UNIVERSITY (DHBW)

Country Germany ‘ Language/s | German

Title (EN) EdCoN - Education Competence Network of the Baden-
Wuerttemberg Cooperative State University (DHBW)

Type of BP Project and network

Format of BP hybrid network: linking local competence centers across
campuses, digital and on-site activities

Reference (URL) https://www.edcon.dhbw.de/startseite

EdCoN is an initiative active at all DHBW locations in Germany, where research is

conducted in Educational Competence Centres (ECCs) to translate the integration of

theory and digital practice, online teaching and digital study organisation into

innovative concepts. The EACoN project aims to accelerate the transformation of digital

teaching and learning at DHBW and beyond. In particular, EHCoN's activities are divided

into three priorities:

Develop and evaluate: at all locations, the Educational Competence Centres (ECCs)

generate and evaluate knowledge and experience in three areas related to the topics

covered: Digital theory-practice integration, Online teaching, and Digital study

organisation.

Schools and implementation: making the knowledge and experience generated within

the DHBW available, applying the knowledge generated in other contexts: location,

faculty, learning level, types of learning.

Networking: exchange and creation of networks within the DHBW with regard to

development offers, services and support.

Selection Criteria (why do you select it as a BP?)

The focus is on topics such as artificial intelligence in teaching, electronic examination

processes, videos in teaching, collaborative research-based learning and learning

analytics.

The two Learning Festivals as an on-site event are functional to showcase and discuss

research, innovation and educational practices with educators, researchers and learners

and to promote networking. The topics of the Education Competence Centers are:

e ECCI Virtuality Continuum - Technologies for learning location cooperation

e ECC2 Digital-Dual: Digitalisation potentials in the theory-practice integration

e ECC3 Collaborative digital scenarios of research-based learning

e ECCA4 Videos in teaching

e ECCbH Virtual learning counters

e ECCG Learning Analytics

e ECC7 Digital Student Lifecycle

e ECCB8 Technology-based examination forms - technical and organisational aspects
of examination workflows

e ECC9 Open Educational Resource Sharing (OER)

e ECCI0 Tools for digital study organisation and digital teaching

Involved Institutions/ Interaction cooperation of relevant stakeholders

DHBW (all locations): 10 Education Competence Centers
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The centers with the responsible teachers and focus topics can be found here:
https://www.edcon.dhbw.de/die-education-competence-center-eccs
so far: 87 workshops, 20 pilot initiatives, 15 surveys conducted
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Country Germany | Language/s | German

Title (EN) AR/VR-Lehre (AR/VR teaching) + VR & AR working group at the
Baden-Wuerttemberg Cooperative State University (DHBW)

Type of BP project and network

Format of BP hybrid

Reference (URL) DHBW Stuttgart/Baden-Wuerttemberg Cooperative State University
(DHBW)
https://www.dhbw-stuttgart.de/forschung-
transfer/technik/projekte/abgeschlossene-projekte/int-
us/ar/vr-lehre/

This project develops, implements and evaluates a university teaching concept for
integrating augmented reality (AR) and virtual reality (VR) into courses, using the
example of technical degree programmes at the DHBW in Stuttgart, with the aim of
make complex and hidden processes visible and understandable to students, digitally
expand the teaching content of existing courses, use digital media from the students’
field of experience, promote media literacy among teachers and students, enable
students to learn using 3D models based on course content and strengthen students’
interdisciplinary skills.

A central component of engineering studies is the examination of the functioning and
design of machines and their components. These are becoming increasingly complex
and are often not visible during operation. This makes it difficult for students to
understand the processes taking place inside machines.

Selection Criteria (why do you select it as a BP?)

In this project, individual learning modules with learning content and existing or
constructed 3D models are created in the authoring environment of the SAL/SVL
learning application. These offer the opportunity to make the processes in machines
(components) visible and ‘tangible’ for students using AR and VR. AR and VR are
intended to meaningfully expand the existing courses with the intended teaching and
learning content and make it easier for lecturers to teach.

There is also a DHBW-wide working group on AR and VR in teaching and learning
formats, with regular meetings on-site and in virtual/VR spaces, also providing
guidance, inspiration and orientation (e.g. a list and contact persons for available VR
hardware within the institution) for interested researchers and educators.

Involved Institutions/ Interaction cooperation of relevant stakeholders

DHBW Stuttgart, several DHBW locations
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OMBRELLA - COMPETENCE CENTER OPEN EDUCATIONAL RESOURCES (DHBW)

Country Germany | Language/s | e German
Title (EN) Ombrella - Competence Center Open Educational Resources
Type of BP project

Format of BP hybrid

Reference (URL) | https://www.mosbach.dhbw.de/ombrella/

Ombrella guides participants in establishing OER and OEP in the cooperative university
system of Baden-Wurttemberg. In this way, OER and OEP will become an integral part of
the university's identity and develop a strong presence at local, regional, national and
international levels.
The services made available to the DHBW teaching community include consulting,
exchange of ideas and networking on issues related to OER production. Some of the
questions that can be answered in the Ombrella project:
Where can | find OER? Are there specific search engines? And how and where should |
indicate the licence?
How do | create OER as part of a project? Can | use this graphic for my OER? How do OER
and open source licences work together?
Selection Criteria (why do you select it as a BP?)
Pragmatic approach: the initiative aims to sustainably anchor OER and OEP at the
University DHBW and to increase the number of stakeholders at the university so that a
sustainable OER/OEP community is created that triggers a cultural shift towards open
educational practices.
Networking activities: the initiative offers a wide range of activities, increasing the match
opportunities with Lectures’ needs for Digital tools. Among the activities, there are::

e Community building and networking within the DHBW Lectures and beyond

¢ Planning and organising events for OER creators and multipliers

e Scientific monitoring of the activities

different formats for advice, exchange, networking:

« monthly open consultation hour on open educational materials for all

e OER makerspaces

e Barcamp
With such different formats, the initative offers low-threshold consultation formats and
community building to address the socio-cultural dimension of Digital WBL.
Involved Institutions/ Interaction cooperation of relevant stakeholders
DHBW Mosbach, all educators in DHBW are directly addressed, but also open to external
stakeholders
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Country Hungary | Language/s | English
Title (EN) Draw a box
Type of BP Website dedicated to learners wanting to learn to draw concepts,

designs, comics or storyboards.

Format of BP online

Reference (URL) | www.drawabox.com

Drawabox is more than just a set of static lessons - it's a community. Strong
commintment to learn with ink instad of using digital drawing tools. Their lessons and
assessments are free, and they present offers from different tutors and producers.

Selection Criteria (why do you select it as a BP?)

The main motivation of selecting the Drawabox practice as a good one is because it is a
course focusing on "fundamental” skills, they have students with a wide range of long
term goals, including illustration, comics, animation, concept art, portraiture, and more.
Similarly, while many are specifically interested in pursuing art digitally, there is a wide
range of mediums our students are interested in pursuing.

Not suprisingly they recommend ink not digital.

They have found both in own experience and in teaching other students, that digital
tools have the are countereffective when we're learning. “Learning is not about being
fast. Learning is about taking our time, and both analyzing and understanding the
motivation and reasoning behind the actions we take. It demands that time be invested,
and while there are certainly things we can do to spend that time more effectively, tools
that are designed to make you go faster will, by that same design, be more likely to
cause you to rush, and to spend that time far less effectively.”

Assessments are done by the community channels and the website encourages you to
do id by words and offering easy to get channels with dedicated community platforms
such as Discord.

Involved Institutions/ Interaction cooperation of relevant stakeholders

They have many partners such as New Masters Academy, Proko, pencil makers they
have many channels such as Discord, Youtube, Reddit, Patreon
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FIRST STEPS TO LEARN JOINERY (IPOSZ)

Country Hungary | Language/s ‘ Hungarian
Title (EN) First steps to learn Joinery
Type of BP Online course and tutorial with gamified content using Redmenta, an Al

supported polls

Format of BP | online

Reference https://digitalistemahet.hu/tudasbazis/gyakorlat/az-elso-lepesek-az-
(URL) asztalossag-fele

Students create a wooden gift object while becoming acquainted with the varying
properties of different wood species. They research to determine how the organic matter
produced by photosynthesis is incorporated into the wood and what causes the unique
characteristics of each wood species. As they craft their wood product, they explore a
wide range of manual processing techniques—from traditional decorative methods to
CNC.

Selection Criteria (why do you select it as a BP?)

The goal is for students to become familiar with the concept of measurement in the wood
and furniture industry, the Sl system of units, the concept of measurement accuracy and
measurement errors, and the measurement of length along with its instruments. They
should be able to apply these concepts and tools in practice, determine the necessary
dimensions, perform calculations for area, perimeter, and volume, interpret both the
measured and calculated values, and use units of measurement and their conversions.
They should be capable of independently planning the manufacturing operations of
simple products, preparing the workspace, and producing the product. They must also be
able to ensure the conditions for accident-free work, adhere to the regulations, and follow
the correct sequence of operations for the task at hand.

The student should become familiar with the basic and auxiliary materials used in the
wood and furniture industry, be capable of professionally selecting the raw materials
required for producing a given product, and be aware of the natural and aesthetic
values of these materials as well as the value of the products made from them. They
should also be able to independently write and format simple texts and create cutting
lists and material norm tables using Excel spreadsheets.

The selection of this practice are referred to the following criteria :

e simple

e clear

e playful

e engaging

« effective with few tools and materials

+ feasible individually at home or in groups

« workable both with and without a teache
Involved Institutions/ Interaction cooperation of relevant stakeholders
Hungarian Interchurch Aid https://segelyszervezethu/en/ Ministry of the Interior Hungary,
Social Fond of the European Union
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Country Hungary ‘ Language/s | English
Title (EN) KRITA
Type of BP Website dedicated to learners wanting to learn to use a very

complex, Adobe Photoshop level painting application having a
strong animation add on as an extra. The program is completely
free and its tutorials and manual are extraordinary.
Format of BP online
Reference (URL) www.krita.org
Krita is a free and open source cross-platform application that offers an end-to-end
solution for creating digital art files from scratch. Krita is optimized for frequent, prolonged
and focused use. Explicitly supported fields of painting are illustrations, concept art, matte
painting, textures, comics and animations. Developed together with users, Krita is an
application that supports their actual needs and workflow. Krita supports open standards
and interoperates with other applications.
Selection Criteria (why do you select it as a BP?)
Krita’s main goal is to help artists create a digital painting from scratch. Krita is used by
comic artists, matte painters, texture artists, and illustrators around the world. Its tutorial
explains some common workflow that artists use in Krita.
Benefits of Using Krita
e Completely Free & Open Source — Unlike other professional painting software, Krita
is entirely free with no hidden costs or subscriptions.
e Beginner-Friendly Interface — The Ul is intuitive, allowing newcomers to start
painting without an overwhelming learning curve.
e High Customizability — Artists can modify the layout, shortcut keys, and brushes to
suit their workflow.
e Great for Digital Art & lllustration — Krita excels in concept art, character design,
and digital painting, making it a top choice for professional and hobbyist artists.
e Cross-Platform Support — Available on Windows, macOS, and Linux.
e Strong Community & Resources — Krita has an active community, offering tutorials,
forums, and brush packs for users to enhance their experience.
The official Krita website offers detailed documentation, a manual, and a FAQ section to
help users understand the software’s features. Krita’s YouTube channel features video
tutorials on everything from basic tools to advanced techniques like animation and brush
customization. Additionally, the Krita Artists forum (krita-artists.org) is a vibrant space
where users can share artwork, ask questions, and exchange tips. There are also
numerous free and paid courses on platforms like Udemy, Skillshare, and Gumroad, along
with community-created brush packs and templates available for download. The Krita
subreddit and Discord server provide real-time discussions and troubleshooting support,
making it easy for new users to get help and stay updated on the latest features.
Involved Institutions/ Interaction cooperation of relevant stakeholders
Krita has a strong and active community that provides a wealth of learning resources
and support for users at all skill levels.
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Country Hungary | Language/s | English

Title (EN) Line of Action

Type of BP Trainings for artists, architectural designers, fashion
designers decorations and various fields where drawings skills are
necessary.

Format of BP | online

Reference www.line-of-action.com

(URL)

Line of Action a handy, easy to use and flexible training tool providing very effective
methods to improve drawing and seeing objects, buildings, faces, bodies and animals.
Line of Action provides reference photos and practice tools for visual artists to hone their
craft. When it comes to human figure study, Line of Action is committed to expanding the
inclusiveness of our model library, and rejecting calls to hide or exclude certain kinds of
bodies. All of their original features are - and will continue to be - provided for free.
Selection Criteria (why do you select it as a BP?)

One of the best tool, designed to fit the practice needs perfectly. Added features are
short tutorials, selected photo libraries, gamified goal setting and community
feedbacks.

Involved Institutions/ Interaction cooperation of relevant stakeholders

“There is no big corporation behind Line of Action. It's built and maintained by just one
person, who often also has to work other jobs to make ends meet.” The platform is
managed by one person, but is constantly fed by users. In the future, this platform could
be enhanced by artificial intelligence machine learning tools.
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CENTURIES OF THE GUTENBERG GALAXY (IPOSZ)

Country Hungary ‘ Language/s | Hungarian
Title (EN) Centuries of the Gutenberg Galaxy
Type of BP Courses and seminars combined with individual and team tasks,

delivered through project-based learning.

Format of BP | Hybrid, mostly online, with offline excursions or meetings
Reference https://digitalistemahet.hu/tudasbazis/gyakorlat/a-gutenberg-galaxis-
(URL) evszazadai
Students become acquainted with one of the 15th century’s most significant inventions—
book printing—and its inventor, Gutenberg. The aim is for young people studying in this
field to learn about the origins of printing technology and book printing, the initial
creations, and their development and achievements. In this project, students embark on
a unique “historical journey.” They research the inventor of the first printed book and
discover the tools Gutenberg used to produce his first book, the Bible. During this
exploratory journey, each group maps the evolution of printing technology in Europe and
locally, processes their findings with digital tools, and shares their acquired knowledge
through their own digital creations.
By the end of the project, every student group will independently create a thematic
booklet—through creative planning and execution—in which they summarize what they
have learned about the centuries of the Gutenberg Galaxy.
Selection Criteria (why do you select it as a BP?)
In the project, in addition to expanding knowledge and enriching learning, students
primarily engage in individual and small-group creative work. Through creative practice,
digital problem-solving, and integrated workflows, there is a strong emphasis on
developing the digital skills and 2Ist-century competencies of the students.
Moreover, the project fosters the development of the following transversal
competencies:

e Acquisition of effective independent learning and self-assessment

e Learning through projects and sharing knowledge with peers

e Creative creation and creative problem-solving

e Collaboration with peers

¢ Communication using professional terminology and the development of

professional vocabulary

e Taking responsibility for the work carried out by oneself and team members
This project received full marks in every aspect because it is exemplary in every respect.
Involved Institutions/ Interaction cooperation of relevant stakeholders

Hungarian Interchurch Aid https://segelyszervezet.hu/en/ Ministry of the Interior Hungary, Social
Fond of the European Union
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DECIDE CORRECTLY AND THE PROFIT COULD BE YOURS (IPOSZ)

Country Hungary | Language/s | Hungarian
Title (EN) Decide Correctly and the Profit Could Be Yours

Type of BP Courses and seminars combined with individual and team tasks,
delivered through project-based learning.

Format of Hybrid project-based learning format
BP
Reference | https://digitalistemahet.hu/tudasbazis/gyakorlat/doents-helyesen-es-
(URL) tied-lehet-a-profit

During the project, the students are divided into groups to create a model of the
mechanism of the national economy and the market’'s relational system. The aim is to
identify how economic decisions affect outcomes. The "state group” directs the economic
activities of the other groups by playing its own videos, collecting taxes, and providing
subsidies. It also manages and analyzes the evolution of its budget.

The "business groups” operate webshops — they procure goods, manage inventory,
advertise promotions, and sell products; they also supply by producing and providing
virtual goods to the webshops. They maintain inventory records and document their
revenues and expenses. Throughout the project week and on the final day, these groups
use the presentations they have prepared to self-assess the efficiency of their economic
activities.

The "household groups’ act as consumers by purchasing from the webshops. They
maintain a budget diary using spreadsheet software, monitor and analyze the marketing
activities of the webshops, and on the final day evaluate both their own economic
performance and the effectiveness of each trader’'s marketing efforts.

Selection Criteria (why do you select it as a BP?)

Clear methodological Procedures

Project timeline: One project topic is designated. It is carried out with an equal workload
over the 5 days of the week. There are 4 sessions for preparation, during the project 2
sessions per day (3 x 2 sessions) along with 1 hour per day (3 x 1 hour) of homework, and
4 sessions for project closure.

Involved Institutions/ Interaction cooperation of relevant stakeholders

Hungarian Interchurch Aid https://segelyszervezet.hu/en/ Ministry of the Interior
Hungary, Social Fond of the European Union
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ATIVE/CIVIC CITIZENSHIP ESCAPE ROOM (CIS)

Country ITALY | Language/s | ITALIAN

Title (EN) ACTIVE/CIVIC CITIZENSHIP ESCAPE ROOM

Type of BP COMPREHENSION TEST AND EDUCATIONAL GAME
Format of BP HYBRID, GAMING

Reference (URL) | https://view.genially.com/66e32a5b66e05180eaec2fdf/interactive

-content-escape-room-geniale

This good practice involves the use of an Escape Room as an innovative educational tool to
engage students in Active Citizenship and Civic Education.

After explaining some basic concepts of civic education and active citizenship, students receive
a link via email. Alternatively, a QR code can be generated for scanning with a smartphone, or
a direct link can be shared.

An Escape Room is an interactive game in which participants solve puzzles and challenges to
achieve a goal, sometimes within a time or attempt limit. Educational Escape Rooms promote
critical thinking, collaboration, and learning through play, making the educational process
more engaging.

Platform and Tools Used

The digital tool used is Genially, which allows the integration of videos, animations, and other
multimedia resources to enrich educational materials according to specific needs.

The platform automatically assigns scores at the end of the game, displaying correct and
incorrect answers.

This system is highly educational as students can identify their mistakes and retry the activity.
Teachers can set a minimum score requirement and print the generated report.

The activity fosters engagement, competition, and motivation, making learning more effective

and enjoyable.

Selection Criteria (why do you select it as a BP?)

Free resource for schools and students
Preparation time: approximately one to two hours
Reusable across multiple classes

Teachers must register, but students do not need to

Involved Institutions/ Interaction cooperation of relevant stakeholders

Vocational training centers, high schools, adult education.
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RIGHTS AT WORK AND SAFETY (CIS)

Country ITALY | Language/s | ITALIAN

Title (EN) RIGHTS AT WORK AND SAFETY

Type of BP COMPREHENSION TEST ANDEDUCATIONAL GAME
Format of BP HYBRID, GAMING

Reference (URL) https://wordwall.net/play/12595/695/374
https://wordwall.net/play/12467/691/864

This good practice focuses on teaching students about labor rights and workplace safety
through interactive educational games. Good practice consists of using two educational
games. After explaining the lesson concepts—particularly elements of labor law and
workplace safety principles—students receive a link to the two games via email. Alternatively,
a QR code can be generated for scanning with a smartphone, or a direct link can be shared.
Each link corresponds to a different game and topic.

The goal is to reinforce the knowledge acquired through gameplay. The first game is
structured as a timed multiple-choice quiz with a bonus round that rewards not only correct
answers but also response speed.

Students can also compare their scores on the leaderboard, allowing them to see their
ranking relative to others. This system follows the Quiz Show format, and multiple attempts
are allowed to improve learning outcomes.

The digital tool used is Wordwall, an online platform that enables the creation of interactive
educational resources accessible via the internet or printable on paper. Interactive activities
can be played on various devices (smartphones, computers, tablets) and can be created
by individual teachers or collaboratively with students during lessons. Basic resources on the
platform are free.

Students are evaluated based on a score that the platform automatically generates at the
end of the game, displaying both correct and incorrect answers. This system is highly
educational, as students can recognize their mistakes and retry the activity.

Teachers can set a minimum score threshold and print the generated report. Students learn
through play, enjoy competing with their classmates, and the resource is free for both
schools and users.

Preparation time ranges from approximately one to two hours, but the games can be used
in multiple classes. Teachers must register on the platform, whereas students are not
required to do so.

Selection Criteria (why do you select it as a BP?)

Engages students through gamification

Encourages active learning and competition

Provides instant feedback for self-improvement

Free and reusable across different classes

Easy to prepare (approximately one to two hours)

Accessible on multiple devices (smartphones, computers, tablets).

Can be created individually by teachers or collaboratively with students during lessons.
Basic resources are free.

Involved Institutions/ Interaction cooperation of relevant stakeholders

Vocational training centers, high schools, adult education
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FUN IN FINANCIAL MANAGEMENT (CIS)

Country ltaly | Language/s | Italian
Title (EN) Fun in Financial Management
Type of BP Course ITS

Format of BP | Hybrid

Reference Not available

(URL)

Business economics (and topics related to numbers in general) often cause anxiety among
students at ITS (Istituto Tecnico Superiore, a type of technical college), particularly those with a
background in the humanities. Furthermore, students cannot learn management simply by
studying books or listening to a teacher in class. It is only by analysing real companies and data
that they can truly improve their knowledge and skills.

To improve learning in the Business Economics course, interaction techniques mediated by digital
solutions were employed. The tool used was Mentimenter to administer quizzes and test
understanding of theoretical concepts.

Students formed working groups, chose one of their favourite companies and analysed its
financial statements in order to identify strategies for improvement.

For the final test, students transform the content (financial analysis and KPIs) into a comic strip. To
do this, they use free tools such as Canva or Prezi. At the end of the course, feedback was collected
using Padlet.

The experiment was very well received. Practising balance sheet analysis and KPIs for their
favourite company and using interactive tools attracted students and enabled them to follow the
curriculum content with greater interest, motivating them to explore the impact of key economic
and financial indicators on business productivity.

This experience, carried out as an experiment for the Digital WBL course, succeeded in improving
academic performance by motivating students and bringing out their different creative talents.

Selection Criteria (why do you select it as a BP?)

This practice applies a variety of digital tools (Mentimeter, Canva, Prezi, etc) to make training and
assessment more attractive for young students.

The practice involves students and introduces them to the real dynamics that characterize
companies: the learners have to deal with actual cases.

It is an inclusive learning experience which supports sharing ideas, individual contributions,
different communication styles and ways of thinking.

Activities done in groups develop soft skills for group work.

The final test requires critical thinking and creativity both in design and communication.

Involved Institutions/Interaction cooperation of relevant stakeholders

VET Provider and the VET Trainer, 20 students, Entrepreneurs describing their companies.
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DIGITAL TOOLS IN CUSTOMER SERVICE (CIS)

Country Italy ‘ Language/s ‘ Italian
Title (EN) Digital tools in Customer Service
Type of BP Course (IFTS)

Format of BP Hybrid

Reference (URL)

Customer service quality and satisfaction are complex topics that theoretical learning alone
cannot fully address. For VET (Vocational Education and Training) students, digital tools offer a
powerful means to analyze real-life cases and develop practical projects that significantly
enhance their knowledge and skills. This case study demonstrates the successful
implementation of skills acquired through the Digital WBL course. To make the Customer Service
curriculum more engaging for younger students, an integrated learning approach was
developed that combined theoretical instruction with Open Educational Resources used by both
educators and students. The implementation Process is articulated in 3 phases:

Foundation Setting: the VET Trainer provided clear criteria for selecting OER that aligned with the
Customer Service course objectives, then utilized curated OER to introduce and deepen
theoretical concepts.

Group Exploration: students were organized into teams and tasked with independently selecting
and developing a specific Customer Service topic through self-directed learning. This phase
assessed their ability to follow OER selection guidelines and understand learning objectives
without direct supervision.

Applied Project Work: The culminating phase involved developing customer satisfaction survey
plans for specific customer segments in real sectors. Students created authentic projects
examining customer satisfaction in actual companies or purchasing behaviors in specific
industries.

Digital tools used: students leveraged various free digital tools throughout the project:

Google Forms for creating and distributing survey questionnaires to target audiences

Canva and Prezi for developing engaging presentation slides for class demonstrations

Al tools (ChatGPT and Gemini) to enhance content quality and maintain workflow continuity
during absences

This experiential approach enabled genuine “learning by doing” through the integration of digital
solutions for both learning and content development. The process included analyzing appropriate
Al usage methodologies for academic activities while establishing criteria for ensuring authentic
learning outcomes.

Selection Criteria (why do you select it as a BP?)

This practice involves students and introduces them to the real dynamics that characterize
companies: the learners have to deal with actual cases.

It is an inclusive learning experience which supports sharing ideas, individual contributions,
different communication styles and ways of thinking.

Activities done in groups develop soft skills for group work.

The final test requires critical thinking and creativity both in design and communication.

Involved Institutions/Interaction cooperation of relevant stakeholders

VET Provider, VET Teacher, Studenst, Target groups, Entrepreneurs
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COOKING EXPERIENCE: THE APPLICATION OF MCKINSEY’S 7S MODEL (CIS)

Country Italy ‘ Language/s ‘ Italian

Title (EN) Cooking Experience: the application of McKinsey's 7S Model
Type of BP Enterpreneurs and their staff

Format of BP Hybrid

Reference (URL) | https://www.youtube.com/shorts/tiALfip2PGE

This experiential workshop is designed to focus participants on a series of straightforward
activities, such as cleaning, tidying up and paying attention to waste. These activities are often
difficult to improve because they are driven by instinct rather than reason. The project combines
training activities and field experience. Participants are divided into groups and training in the
kitchen alternates with training in the classroom. This creates a unique, integrated and
coordinated experience. The aim is to stimulate the ability to work as a team, rediscovering the
pleasure of conviviality, of cooking and creating together while respecting the rules of order,
precision, hygiene and economy.

The kitchen is the metaphor for corporate reality, where rigour and creativity, hierarchy and
collaboration, immediacy and organisation must find the perfect balance.

This workshop aims to apply the McKinsey 7-S Model,a change framework based on a company's
organizational design and coordination. It aims to depict how to manage organizational change
by strategizing around the interactions of seven key elements: Structure (Kitchen's organization),
Strategy (Menu), System (Cooking Rules), Shared Values, Skills (Kitchen's Recipes), Style
(storytelling) and Staff (Teams).

The chef in the kitchen is a content creator on YouTube, with a significant following on social media.
A variety of digital tools are employed to facilitate engagement and gather feedback:

- Mentimenter to encourage interaction through the posed of questions,

- Padlet to collect feedback at the conclusion of the course,

- YouTube, Facebook and Instagram to share posts and videos that document the experience.

Selection Criteria (why do you select it as a BP?)

This workshop has been designed to facilitate the retention of concepts that are often disregarded
due to their perceived triviality.

It is an inclusive learning experience which supports communication, collaboration, group work
and problem solving.

It includes digital content creation (editing for social network) and digital tools (such as
Mentimenter and Padlet)

Involved Institutions/Interaction cooperation of relevant stakeholders

Entrepreneurs and their staff, Quiero Volar Sas — Consultancy firm, Cescot (Rimini) - Training
center
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WORKPLACE CHALLENGE (SFC)

Country USA ‘ Language/s ‘ English
Title (EN) Workplace Challenge

Type of BP Career preparation

Format of BP Hybrid

Reference (URL) | https://wbltoolkit.cte.nyc/workplace-challenges/

https://wbltoolkit.cte.nyc/wp-content/uploads/2021/01/20.3.3-CareerReady-
Work-Learn_Grow _Remote-Internship-Industry-Partner-Guide.pdf

Workplace Challenges are one of the activities that are part of a continuous path of authentic work
experiences offered to all students participating in career-related programmes or courses in New
York City public schools. This is a career preparation activity where students are divided into
groups and involved in solving a real problem or challenge posed by an employer. The challenge
is identified by the employer in consultation with the work-based learning coordinator and a class
teacher. The structure of the challenge is based on effective project-based learning approaches,
enriched by a focus on targeted career pathways and a real problem or issue faced by a partner
employer. Students work in groups to identify possible solutions. They then develop and present
their solutions to the employer.

Workplace challenges can be converted into remote internships as a means of supporting
continuity of learning and the development of high-quality skills for career readiness, building
on the solutions developed by challenge participants. Interns can move on to the implementation
phase of the proposed solution, organising and coordinating multiple departments to
operationalise the solution and measure its impact. There are three key steps to converting a
workplace challenge into a remote internship:

1. Innovation and design: review the solution developed; develop new ideas to apply new
innovation strategies in order to design a solution that can be implemented across all
departments.

2. Assign roles: identify key participants and define each person's specific role and contributions.
3. Solution testing: understand how to learn from challenges and failures to adapt strategies,
measure impact and promote ongoing benefit to the company.

Selection Criteria (why do you select it as a BP?)

Designed to meet specific learning objectives, workplace challenges are educationally rich, linked
to the curriculum and help students connect what they learn in school with the world of work.
Workplace challenges are linked to:

 Individual professional development/training plans.

e Future work-based learning activities.

¢ Identifiable academic goals

e The student's next steps.
Workplace challenge activities are recognised as ‘accepted and valid WBL activities’ by NYSED and

New York City public schools for the purpose of earning specific credits..

Involved Institutions/Interaction cooperation of relevant stakeholders

Entrepreneurs and their staff, NYC Public School network
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RED BULL AVIATOR PROGRAME (SFC)

Country USA | Language/s | English

Title (EN) Work simulation in Red Bull's internal sales department!

Type of BP Job Simularion

Format of BP Online

Reference (URL) | https://www.theforage.com/simulations/red-bull/on-premise-sales-waza

It is a free programme structured into practical exercises to be completed independently.

The simulation takes place through videos that explain the tasks to be performed in the sales
department of a company, Red Bull. During this work simulation, students carry out activities that
replicate the daily work of the sales team. The skills learned include how to analyse customer data,
how to communicate trends and key information, and how to close sales.

Selection Criteria (why do you select it as a BP?)

The programme provides a system for ‘improving skills and strengthening your CV while exploring
career options and potential future employment at Red Bull’. The link between teaching activities
and the applicability of the skills learned in real work environments is one of the most attractive
elements of this experience. It is also well organised in terms of video use and integration into the
distance learning programme, focusing on tasks and specific skills such as:

e Data Analysis

e Data Presentation

¢ Communication

e Strategy

e Sales

e Overcoming Objections
e Account Management

Involved Institutions/Interaction cooperation of relevant stakeholders

Entrepreneurs and their staff, Red Bull company, Students, Teachers in Sales Strategy and

Business economy
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iRadiate 3D (SFC)

Country Singapore ‘ Language/s ‘ English

Title (EN) iRadiate3D

Type of BP Medical traitment

Format of BP Hybrid

Reference (URL) | https://www.youtube.com/watch?v=0zmI5JIXmW8

The medical sector constantly uses digital solutions for practical learning, developing specific skills
in virtual environments that precede direct experience with patients. This area includes, for
example, in the field of radiology, simulation with virtual immersion for learning and consolidating
the skills of radiology technicians in radiographic examinations, in a virtual radiology room with
complete and accurate patient simulation. The course is completed by training in dosimetric
awareness through immersive simulation of radiation interactions within a virtual operating
theatre with staff and equipment. In addition, the simulations also support the photorealistic
visualisation of diagnostic image datasets, which facilitate the teaching and learning of anatomy
as well as interdisciplinary and patient communication.

C = youtubecom/watchiy=TamiSINmWS

D3 YouTube Q 4

Source: iRadiate3D Tutorial on YouTube channel

Selection Criteria (why do you select it as a BP?)

Implementing these learning aids greatly enhances the experience of NUS University of Singapore
dental students, who now arrive at practical sessions better prepared, making them more efficient
and productive.

Involved Institutions/Interaction cooperation of relevant stakeholders

VET Teachers, Students
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Installing Viimatech VT04 - H Monitoring Device (SFC)

Country | Language/s | English/Italian
Title (EN) Thinglink

Type of BP Immersive Contents Creator

Format of BP Online

Reference (URL) | https://www.thinglink.com/home

The ThingLink platform allows teachers to create immersive content, supported by Artificial
Intelligence and ThingLink Copilot. The areas of application are varied. The example used here is
the Viimatech installation.

© % thinglinkcom/scane/1874524814132117950 Cwma O

Viimatech VT04 - H installation a ~
| Jvrervrsyrom oo - EX
- .

7 '

=
=
|

Do you want to create similar content?

Source: Thinglink platform

Through the use of an immersive environment, students can familiarise themselves with the
working environment and specific equipment, learn the terminology of the various devices found
in the workplace, learn how to operate them, and learn specific procedures and task sequences,
such as ‘how to intervene on a machine for equipment monitoring.

Selection Criteria (why do you select it as a BP?)

It is a platform where teachers are supported in creating their own work simulation experiences.
The use of Al facilitates the structure of the simulation, leaving teachers free to focus on adding
specific and authentic content to the practical exercises.

They can proceed either by creating individual resources with Multimedia Editor (for the
development of interactive images, videos, self-guided 360°/VR images and videos, and 3D
models) or through training and simulations with Scenario Builder, for the development of
branching learning and training paths based on scenarios with the collection of student data.

Involved Institutions/Interaction cooperation of relevant stakeholders

VET Teachers, Students,
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LUCA Office Simulation (SFC)

Country Germany ‘ Language/s ‘ German
Title (EN) LUCA Office Simulation

Type of BP Business

Format of BP Hybrid

Reference (URL) | https://luca-office.de/

LUCA is a web-based office simulation for acquiring business skills. Funded by the German Federal
Ministry of Education and Research, the LUCA platform addresses the specific skills of students in
commercial vocational training. It is a versatile platform that supports face-to-face and distance
learning and is based on the PSA Problem Solving Analytics approach. Teachers and trainers
create work scenarios in the LUCA editor, while students tackle these scenarios in the LUCA office.
Teachers and trainers can monitor their students’ problem-solving efforts in the “LUCA Dashboard”,
where they can also provide individual assistance via a chat tool.

Typically, students must identify relevant information, perform calculations, retrieve additional
data, evaluate arguments, and communicate their solution.

The PSA approach detects whether students overlook relevant information, make calculation
errors, or omit relevant arguments in their email response.

TEACHERS LEARNERS
™ LUCA Editor i* LUCA Office
Create work scenarios, events, Work on scenarios

interventions and scoring rubrics

Scenario =
-
e
I= Py

' LUCA Manager I
Create projects and
invite learners

‘ﬁ Problem Solving |
LUCA Dashboard Ana,vt,cs (PSA) —
Monitoring - ¢
Insights in processe e
Scoring and Sum - :

Rate solutions (partly automated)
and give feedback to learners

T

Provision of work
scenarios and
predefined help

Source: LUCA videotutorial available on https://luca-office.de/

Selection Criteria (why do you select it as a BP?)

LUCA is a simulation-based teaching and learning environment specifically designed for
commercial apprenticeships. It effectively replicates real-world office processes and scenarios in
a virtual setting, allowing apprentices to learn by actively engaging in simulated tasks and
experiencing the consequences of their decisions in a controlled and risk-free environment.
Usability analyses have indicated that both educators and learners perceive LUCA as a valuable
tool for acquiring practical office skills and enhancing their understanding of commercial
workflows.4

Involved Institutions/Interaction cooperation of relevant stakeholders

VET Teachers, Students, German Federal Ministry of Education and Research
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Immersive Safety Training (SFC)

Country USA | Language/s | English + 11 languages
Title (EN) Pixaera

Type of BP Immersive Safety Training

Format of BP online

Reference (URL) | https://pixaera.com/

Pixaera is a private provider of PC and VR-based training solutions serving a wide range of
industries, offering customisable, immersive and interactive learning experiences. The main goal
of immersive training is to improve employee engagement, change behaviours and increase
knowledge retention through interactive and immersive learning experiences. The platform allows
for extensive customisation of safety training content across different work environments.
Companies (and corporate trainers) can customise or create tailor-made training modules. These
modules can be distributed to the entire workforce in minutes, via VR headsets, PCs and browser-
based streaming. This allows for fast and cost-effective training of employees on a global scale.

Source: BP case study - https.//pixaera.com/case-studies/bp-elevating-safety-training/

Selection Criteria (why do you select it as a BP?)

The key factors that make this practice of interest to Digital WBL mainly relate to three factors of
VPET, namely: Competence in digital WBL for VET (Pixaera's experience allows for the development
of balanced soft and hard skills for safety in high-risk environments), Content and resources (the
platform offers a variety of workplace safety learning paths in different work contexts, with
references to the main health and safety certifications). In addition, it allows for updates and
additions of specific content, making the platform flexible and scalable to meet corporate and
workplace training needs). Assessment (learning assessments are based on the skills that
students are able to put into practice in workplace safety simulations)

Involved Institutions/Interaction cooperation of relevant stakeholders

VET Trainers, workers, Companies
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Virtual Reality Training for Vehicle Painting (SFC)

Country Germany ‘ Language/s ‘ English

Title (EN) Virtual Reality Training for Vehicle Painting (Mercedes Benz company)
Type of BP Virtual Reality Training for Vehicle Painting

Format of BP Digital (VR Application)

Reference (URL) | https://www.mdpi.com/2414-4088/6/7/49

The HandLeVR project developed a VR training application (VR Painting Simulator) for vocational
training of vehicle painters, using the 4C/ID instructional design model. The application features a
three-part structure: an authoring tool for trainers to create learning tasks, a VR simulator where
trainees practice painting skills in a virtual paint booth, and a reflection application for evaluation
and feedback. The system uses 3D-printed spray guns for realistic interaction and provides
immediate feedback on coating thickness and other performance parameters. The training design
follows a competence-based approach with authentic learning tasks of increasing complexity
and decreasing support, allowing trainees to practice without material wastage or environmental
concerns.

learning task task class part-task practice

| supportive information ] procedural information

Source: the 4C/ID model showed in https.//www.mdpi.com/2414-4088/6/7/49

Selection Criteria (why do you select it as a BP?)

The HandLeVR project demonstrates best practice through its structured implementation of the
validated 4C/ID instructional design model for VR training. It addresses real challenges in vehicle
painter training (material costs, environmental concerns, limited practice opportunities) while
providing immediate feedback impossible in real-world training. The approach allows for safe,
repeated practice with authentic tasks of increasing complexity while integrating knowledge, skills,
and attitudes necessary for vocational competence. The agile development process, involving
continuous feedback from industry experts and trainees, ensures relevance and effectiveness.

Involved Institutions/Interaction cooperation of relevant stakeholders

University of Duisburg-Essen, University of Potsdam, ZWH e.V., Mercedes Benz Group AG (Daimler

AG), Vocational trainers and trainees in vehicle painting
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Virtual Internship (SFC)

Country Multi EU contries | Language/s | Multi EU languages

Title (EN) Virtual Internships in European Universities

Type of BP virtual/Remote Internship Programs

Format of BP Digital (Remote Work)

Reference (URL) | https://www.uni-med.net/news/new-report-experiences-of-virtual-
internship-in-europe/

European universities implemented virtual internships during the COVID-19 pandemic, ranging
from three months (Spain) to five months (Finland), covering between 120-300 working hours
agreed upon in training agreements.

Some universities offered multiple options: traditional company internships, in-house research
internships at university facilities, or split programs combining shorter virtual internships with
online courses.

The virtual format enabled international cooperation even across difficult borders, such as the
partnership between the University of La Laguna and NGO La Casa de Africa in Guinea-Bissau.
University supervisors play a critical role in explaining goals, maintaining contact with students,
and monitoring progress through regular meetings.

Virtual internships required comprehensive training agreements as the limited person-to-person
interaction reduces informal negotiations, necessitating clear advance planning of workload and
expectations.

Selection Criteria (why do you select it as a BP?)

Virtual internships represent a best practice due to their ability to maintain international
cooperation during restricted travel periods, overcome physical barriers through technology, and
potentially democratize access to international work experience.

These kind of practical learning experiences offer high flexibility, broader networking opportunities
than traditional on-site internships, and involve lower technical and financial costs. They're
particularly effective for research-based or individual work activities like literature reviews and
data analysis, though a blended approach may be more appropriate for roles requiring extensive
colleague or client interaction.

Involved Institutions/Interaction cooperation of relevant stakeholders

Universities across multiple European countries (Spain, Finland, Italy), University internship offices,
University tutors/supervisors, Host companies and organizations, International partners (e.g., NGO

La Casa de Africa in Guinea Bissau), Students
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e-DAP: Electronic Learning Documentation and Portfolio for Apprentices(SFC)

Country Switzerland ‘ Language/s ‘ Italian, French, German

Title (EN) eDAP

Type of BP Digital Work-Based Learning Tool for Culinary VET

Format of BP Digital (Mobile and Web-Based Platform)

Reference (URL) | Swiss Federal University for Vocational Education and Training (SFUVET)
https://www.sfuvet.swiss/

The e-DAP is a mobile learning solution developed by SFUVET that enables chef apprentices to
create their own e-portfolio and digital recipe book, which serves as their Learning Personal
Documentation (LPD)—a mandatory component in Swiss VET. Based on the Erfahrraum
pedagogical model, e-DAP bridges the gap between school and workplace learning by allowing
apprentices to document their workplace experiences through photos and reflections. Apprentices
can upload images of recipes they prepare, add reflections, and request feedback from company
supervisors. Teachers can access these materials and use them to design classroom activities,
creating theory-driven reflection on professional practice. This approach enhanced connectivity
between learning environments and transformed the LPD from a bureaucratic requirement into a
valuable learning tool, resulting in better knowledge acquisition, meta-reflection, professional
performance, and final grades for apprentices who used the system extensively.

Selection Criteria (why do you select it as a BP?)

The e-DAP represents a best practice because it effectively addresses a common challenge in
apprenticeship systems: the disconnect between school and workplace learning. Research
conducted by SFUVET demonstrated that apprentices using e-DAP showed improved learning
outcomes in knowledge acquisition, meta-reflection, and professional performance, with higher
final grades in both theoretical and practical examinations. The platform proved especially
valuable during COVID-19 lockdowns by maintaining educational continuity. The project's
sustainability has been demonstrated by its continued use without SFUVET's direct supervision,
having been adopted across an entire VET school in five different food service professions. The
model's success lies in its ability to combine pedagogical innovation with appropriate technology,
supporting both organizational and learning components of apprenticeship programs.

Involved Institutions/Interaction cooperation of relevant stakeholders

Swiss Federal University for Vocational Education and Training (SFUVET), Local tertiary school in
management and computer science, Swiss employers’ association in hotel and gastronomy
sector, VET schools in Italian, French, and German-speaking regions of Switzerland, VET teachers,
Company supervisors/trainers, Chef apprentices
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AMMACHI Labs VR Simulator (SFC)

Country India ‘ Language/s ‘ English

Title (EN) AMMACH,I Labs Haptic Simulators and Virtual Reality for VET in Rural Areas
Type of BP Digital Vocational Training Using VR/Haptic Simulators

Format of BP Digital (Simulator-Based Training)

Reference (URL) | https://ammachilabs.org/e-content-for-skill-development/

AMMACHI Labs, a research center dffiliated with Amrita University in Tamil Nadu, develops
innovative technological solutions to overcome traditional obstacles to vocational training in rural
India. Through the Sakshat Amrita Vocational Education (SAVE) project, funded by the Indian
Ministry of Human Resource and Development in 2014, they've created low-cost, portable haptic
and touch-based simulators that provide sensory feedback through vibrations, allowing
apprentices to gain practical experience in near-real working conditions. These simulators
integrate haptic and auditory feedback with desktop virtual reality interfaces, providing visual
representations of professional situations across various trades including construction,
manufacturing, healthcare, garments, home decor, agriculture, and automotive sectors. One
notable example is the virtual workshop for hacksaw training, where trainees interact with the
system using a haptic simulator and mouse to select materials, mark cutting positions, and
practice proper cutting techniques with realistic feedback. The system evaluates performance
based on cutting speed, pressure application, accuracy, and blade usage, displaying a final
aggregate score.

ul 000053

Source.e-content for skill development ( https.//ammachilabs.org)

Selection Criteria (why do you select it as a BP?)

This practice directly addresses critical challenges in India’s vocational training landscape, where
over 90% of the working population is employed in the informal sector and many potential trainees
in rural regions are geographically distant from formal training institutions. The haptic simulators
provide safe, cost-effective alternatives to expensive heavy machinery, allowing practical skill
development even without constant instructor supervision. This technology-enabled approach
helps bridge the urban-rural divide in vocational training opportunities, supports government
schemes to enhance skill development in informal settings, and creates pathways to employment
for disadvantaged groups. The system's ability to provide immediate performance feedback also
enhances the learning experience through objective assessment metrics.
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Involved Institutions/Interaction cooperation of relevant stakeholders

AMMACHI Labs, Amrita University (Tamil Nadu), Indian Ministry of Human Resource and
Development, Rural vocational trainees, Instructors and trainers in various trades
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3D Printing (SFC)

Country Multinational (Estonia, Turkey, Hungary, Poland — | Language/s | English
Erasmus+ Strategic Partnership)

Title (EN) Curriculum Material Development in Vocational Education Through 3D Printing

Type of BP Training online

Format of BP Hybrid

Reference (URL) | https://www.project3dvet.eu/home

The project focuses on enhancing vocational education by integrating 3D printing technology into
curriculum development. It aims to raise awareness of 3D printing as a vital skill for future
professionals in IT and manufacturing sectors. The initiative produced a comprehensive online
learning platform including tutorials, CAD design guides, printable materials, and a multilingual
glossary. Three joint staff trainings were conducted to improve teacher competency across
participating countries.

The main Platform contents are:

m 3D printing Techonology - includes basic introduction of different types 3D printing technologies,
basic additive manufacturing principles and also little future of 3D printing

m DIY (do-it-youself) 3D printer - includes technical drawings and step-by-step instructions to
make your own 3D printer.

m CAD Design and Drawings - includes introduction of most widely used CAD modelling softwares
(Sketchup, Solid Edge, Fusion ..etc ). Also introductions and tutorial videos how to use "slicer’
programs for preparing 3D model to print in 3D printer.

m Classroom materials - instructions for teachers/students to make example drawings and first
printouts. Includes lesson plans and final downloadable files.

m 3D Dictionary - includes basic terms what are used in 3D printing world. Words are in Estonian;
Turkish; Hungarian; Polish;

m Downloads - includes list of all the downloadable files which are in webpage for faster finding.

m EXTRA- All the DIY printers that project partners have made - pictures, videos and all the
observations that project partners did, when they were assembling their own 3D printers.

Selection Criteria (why do you select it as a BP?)

This experience addresses current labor market demands for 3D printing expertise. It offers open-
access, high-quality, transnational curriculum materials and demonstrates effective international
cooperation and professional development. Results of this learning experience align with industry

modernization and digital education trends

Involved Institutions/Interaction cooperation of relevant stakeholders

Vocational high schools and universities across Estonia, Turkey, Hungary, and Poland,
International project teams collaborated through joint staff training, Teachers from diverse
disciplines contributed to curriculum development and knowledge exchange, All stakeholders
participated in hands-on activities such as assembling DIY 3D printers, sharing observations and

adapting materials to local contexts

Good Practice collection: ensuring replicability
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Assessment survey

Conclusions

The platform has been positively received, indicating its strong potential for
supporting trainers in adopting digital WBL methodologies. However,
targeted improvements—especially in interactivity, accessibility, and
assessment methods—can further optimize its impact and effectiveness

Strengths

Well-structured platform with intuitive navigation
Clear and well-organized content
Relevant modules for professional training

Overall good quality assessment

Areas for Improvement

<& Enhance video quality, adding subtitles and removing background noise.

< Increase interactivity with more diverse quizzes and practical simulations.

<& Incorporate case studies and real-world examples to improve practical
application.

& Improve accessibility of additional resources (e.g., improved PDF documents,
clearer materials).

<& Enhance technical support to prevent video loading issues.

The monitoring process implemented during the pilot phase of Digital WBL
proved to be an effective mechanism for ensuring course quality,
supporting participant learning and creating a valuable archive of good
practices. Based on this experience, several recommendations can be

made for future implementations:

Participant engagement: The structured monitoring approach led to high
levels of participant engagement, with the ambassador recognition
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programme serving as an effective motivational tool. In future iterations
of the Digital WBL training programme, the Digital WBL campaign could be
further strengthened by providing mobility opportunities for VET trainers to
deepen their skills in the design, delivery and certification of digital WBL.

Variations in digital readiness: Significant variations in participants'initial
levels of digital readiness were observed, highlighting the importance of
flexible support mechanisms. The training programme currently offers a
differentiated range of four modules for intermediate levels of digital
expertise and two for advanced expertise. The balance appears to be
effective, and even in view of possible further developments, the balance
of the current offer will be maintained.

Success in collecting practices: the process has successfully collected 50
good practices, demonstrating the effectiveness of the VPET methodology
in identifying and documenting innovative approaches. The collection
and promotion of good practices, including those developed during the
implementation of the skills learned from the Digital WBL course, will
continue by each project partner and will be shared annually during the
Digital WBL conference.

Implementation challenges: common challenges in the implementation
of Digital WBL approaches have been identified, providing valuable
information for future iterations of the course.

Knowledge transfer. the three-stage monitoring process facilitated
effective knowledge transfer from the theoretical content of the course to
practical applications in the workplace.
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